ASTRA 
MILITARUM 


They are the grist upon which the Imperium's war machine 
turns, the price Mankind pays in blood to stave off 
extinction. They are the anvil upon which victories are 
forged, the hammer with which enemies are bludgeoned into 
submission. With rifle and cannon, with trench club and 
bayonet and honest Human grit do they throw back nightmarish 
horrors. They are the soldiers of the Imperial Guard, and in 
their unrecorded deaths is unsullied duty made manifest. 
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INTRODUCTION 


Eyes front, soldier! This manual has been approved for dissemination to all ranks to provide the regulation grounding in the 
manifold armies of the Emperor's largest military force. Within its pages, the massed regiments of the Astra Militarum are 
detailed, along with the means for even the greenest of recruits to marshal their soldiers for unending war. 


Welcome to Codex: Astra Militarum. 
Also known as the Imperial Guard, the 
Astra Militarum is a monolithic military 
force comprising soldiers and armoured 
vehicles beyond count spread across 
war zones throughout the galaxy. Its 
soldiers are the Imperium mainstay, 
and form the bulk of the Emperor's 
famously inexhaustible armies. They 
defend countless worlds from terrible 
foes, and wrest back cities and planets 
that have fallen. In a terrifying galaxy 
where horrors stalk Mankind, the Astra 
Militarum stand as ordinary men and 
women, individually insignificant but 
together forming brutally effective armies 
that can crush any opposition. 


Hurled into meat grinder war zones 

in immense numbers, the regiments 

of the Imperial Guard cleave to a rigid 
hierarchy. Their training and faith enable 
squads and companies of Guardsmen to 


| 


perform incredible feats of valour under 
the most deadly conditions. Lone soldiers 
will fall in the Emperor's service, but 
together they forge a cast-iron sense of 
duty enabling unified armies of Imperial 
Guardsmen to crush the most monstrous 
of foes, despite horrendous losses. 


Collecting an Astra Militarum army puts 
their teeming soldiers, battle tanks and 
interwoven chain of command in your 
hands. Just as the Imperial Guard recruits 
its soldiers from a million worlds, so you 


will have myriad strategic options to draw 


upon in order to defeat your foes. From 
massed Infantry Squads to specialist 
units of Tempestus Scions and abhuman 
auxiliaries, you will have access to a large 
range of basic and elite foot soldiers. 

The factions extensive array of tanks, 
meanwhile, offers the opportunity to 
perfect tactics with mechanised infantry 
or even an entire army of war machines. 


The immense variety of Imperial Guard 
armies provides huge scope for painters 
and modellers, whether you prefer 

the unified colours of soldiers drawn 
from the same regiment or uniforms 
indicating diverse origins. There is also 
ample opportunity to experiment with 
camouflage and weathering effects, and 
the battle tanks of the Astra Militarum 
offer the perfect canvas for this. 


As well as exploring the glorious history 
of the Imperial Guard and some of its 
most famous regiments, this Codex 
contains all the rules you need to field 

an Astra Militarum army and turn your 
collection of Citadel Miniatures into 

a disciplined and deadly force. This 
includes Warlord Traits, psychic powers 
and Stratagems, as well as inspiring 
Crusade rules that enable you to chart the 
progress of your heroic veterans in their 
grinding wars of attrition. 


Each of the manifold horrors 
of the galaxy is enough to 
drive a Human insane. Xenos 
monstrosities, otherworldly 
sorcerers and unholy aberrations 
from darkest nightmare 
plague Mankind. 


Against everything that 
threatens Humanity's survival 
stand the massed ranks of the 
Astra Militarum. In a galaxy 

sometimes without light and 
often without hope, they fight 
and die that others shall not. 
From the million worlds of 
the Imperium, their immense 
armies march endlessly to war. 
Countless soldiers, heavy battle 
tanks, thunderous artillery and 
sky-darkening flights of gunships 
are commanded by iron-willed 
oficers whose chain of command 
is ruthlessly enforced. 


Not for naught is the Astra 
Militarum known as the Hammer 
of the Emperor. Occasionally 

unwieldy, often indiscriminate, 
it is the Imperium's weapon of 
total and unrelenting force. To 
be a soldier in one of the Astra 
Militarum's unnumbered armies 
is to be one amongst hundreds 
of thousands of all-too-mortal 
warriors. Yet it is also to be 
a part of Humanity's greatest 
ever war machine, and to lend 
one's faith, strength and hate 
to that engine of devastation as 
it crushes all before it through 
sheer, brute force. 


HAMMER OF 
THE EMPEROR 


The Astra Militarum is the largest coherent fighting force in the galaxy. Unnumbered Human troops, supported by legions of 
heavy armour and thundering artillery, are fed into war zones across the galaxy every day. Through hellish wars of attrition, 
desperate invasions and years-long sieges, the Imperial Guard fight a never-ending war for Mankind's survival. 


The Imperium is vast on a scale 
incomprehensible to ordinary Humans. 
Communication and travel between the 
glinting motes of this far-flung empire 
are laden with risk. The inimical realm 
of the warp provides the only conduit for 
interstellar movement or messages, yet it 
also taints or temporally displaces much 
of that which plunges into its depths, 
confounding the Imperiums attempts at 
centralised control or unified strategy. 
On every border and every battlefront, 
Humanity's worst nightmares press ever 
inwards, and are held at bay only through 
vast and constant sacrifice. In these dark 
times, warfare on a galactic scale is a 
matter of soulless, grinding logistics. 
Only the Astra Militarum can marshal 
the vast numbers to fight such wars. 


Astra Militarum formations are the 
Imperium mainstay fighting force, those 
deployed to a given war zone ranging 
from companies of mere hundreds drawn 
from a single world, to army groups 
comprising soldiers and armoured 
vehicles from multiple regiments, plus 
auxiliary and support battalions. Though 
they often support more elite formations, 
many of Mankind’s largest wars are 
fought by the Imperial Guard alone. 
These forces fight punishing battles of 
attrition in which incalculable lives may 
be expended for each objective achieved. 
An Imperial Guard army must utilise 

the twin advantages of vast numbers and 
overwhelming firepower to annihilate 

its foes. Where xenos aircraft dance and 
weave with impossible grace, the Imperial 
Guard fills the sky with a thunderstorm 
of munitions that no amount of aerobatic 
skill can outmanoeuvre. Where heretical 
bastions stand defiant, Imperial Guard 
commanders call down artillery 
bombardments that reduce all to rubble. 
The greatest enemy threats are torn 

apart in the crossfire of thousands of 


heavy weapons, or smashed aside by the 
gallant charge of hundreds of Imperial 
tanks, while enemy infantry are cut 
down in disciplined volleys of las-fire or 
impaled upon à forest of bayonets. The 
enemies of Mankind may employ dark 
sciences, supernatural powers or xenos 
weapons beyond Humanity's ken, but 
such deviance comes to naught in the 
face of honest Human intolerance, fed by 
a wellspring of faith in the God-Emperor 
and backed by sufficient guns. 


For all the might of its armour and 
artillery, the true backbone of the Astra 


Militarum is the countless waves of 
infantry who take to the field. The sheer 
scale of the battles fought by the Imperial 
Guard is dehumanising in the extreme. 
Entire regiments of brave warriors are 
reduced to statistics upon the scrolling 
screens of Imperial strategos - grains 

of sand sliding through the fingers of 
greater and more privileged individuals. 
Yet every single company, every single 
squad, every single Imperial Guardsman 
who lifts their lasgun and takes a stand in 
defence of their race, is crucial. Without a 
constant deluge of new recruits, the Astra 
Militarum would cease to function. 


DEPARTMENTO 
| MUNITORUM 


It is one of the most important functions 
of the Departmento Munitorum to 
ensure that the Astra Militarum's 

ranks are constantly refilled. This 
mammoth organisation forms the 
military bureaucracy of the far larger 
Administratum and constitutes the 
general staff of the Imperial Guard. The 
Departmento Munitorum monitors tithes 
imposed on almost all Imperial worlds. 
The bulk of these tithes are paid in the 
flesh of a world’s sons and daughters; 
often conscripted, these soldiers are 
raised as regiments and sent out to 
uphold their planet's pride on some 
distant battlefield. Other tithes are paid 
in materiel: anything from uniforms and 
rations to high explosive shells and super- 
heavy battle tanks. 


The Departmento Munitorum 
administers the Imperium’s numerous 
war zones. Its agents gather armies for 
each, liaise with the Navis Imperialis to 
transport them there and, in the feared 
forms of Commissars, ensure the loyalty 
of soldiers and officers once they reach 
the front lines. The unique demands 

of a war zone; the particular requests 

of senior officers; the availability of 
nearby recruiting worlds or in-transit 
forces; the tumultuous nature of the 
warp - all must be weighed against the 
importance of the world under threat. 
The organisation of an Imperial response 
can take months, even years, Ill-suited 
regimental types may be forced together 
out of necessity. Soldiers from arid 
planets may be deployed to fight on ice 
worlds. Armies might even arrive to find 
the world they aimed to save long since 
dead. That sufficient Astra Militarum 
regiments arrive at any war zone at all is 
testament to the untold millions of troops 
dispatched every day. 
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A GLORIOUS TAPESTRY 


Individual regiments and their worlds of origin - should they ever hear of their soldiers’ deeds at all - glorify the noble 
victories of their warriors. Famous last stands, tales of selfless sacrifice and epic crusades across the stars are embroidered and 
aggrandised, held up as the ideal that the common soldier should aspire to, in histories sometimes dating back millennia. 


Dust-covered tapestries in the deepest of 
the Departmento Munitorums archives 
hint at the Astra Militarums founding. 
During the brutal reorganisations that 
swept the Imperium in the aftermath 
of the Horus Heresy, what had been the 
Imperial Army ceased to exist. By a great 
atise — the Tactica Imperium = the — 


link between Mankind’s fleets and its 
armies was severed, as was the power the 
post-human Adeptus Astartes had held 
over immense mortal armies. No longer, 
it was hoped, would individuals be able 


Though huge portions of the Imperial 

t Army turned traitor during the Heresy, 
faded frescoes proclaim that countless 
more stayed loyal, and a handful of 
regiments continue to claim lineage from 
those formations. Though no connection 
can ever be proved to such distant times, 
many Guardsmen of the Era Indomitus 
feel an intense amount of pride that, like 
their forebears of ages past, they fight in 
the name of the Emperor. Fragmentary 
legends and disassociated names from 
that time echo through the Imperial 
Guard's myths to the present. Stories of 


In the centuries after the Horus Heresy, 
with the spreading of the Imperial 

Creed, priests of the growing Adeptus 
Ministorum accompanied Imperial 
armies. These zealots found eager new 
adherents amongst the regiments of the 
Astra Militarum and used the Imperium’s 


clashing cultures. So too did adepts of 
the Machine God reaffirm their loyalty 
by maintaining their Enginseer agents 
amongst Mankind’s armies. They aided 
the Imperial Guard's conquests by 
soothing the weapons of war required to 
crush heretics and xenos. 


CRUSADES AND 
CONQUESTS 


‘The triumphs and tragedies of a single 
segmentums armies during the Age of 
the Imperium would occupy several 
hundred lifetimes of an army of scribes 

to collate. To present a cogent history 

of the Astra Militarum' exploits, then, 

is impossible. Yet there are noteworthy 
conflicts in which its massed ranks played 
a pivotal role. After the Horus Heresy, 
Astra Militarum armies waged retributive 
campaigns as part of the Scouring against 
the fleeing heretics that had assailed 
Terra, driving many into the depths of 
the Eye of Terror. The Cadian System, 
and its fortress world Cadia, became 
a bastion against heretical and warp- 
spawned invasions. 


The growing power of the Ecclesiarchy 
came to a head during the infamous 
Reign of Blood, which marked the 

Age of Apostasy. High Lord of the 
Administratum Goge Vandire, the 
Departmento Munitorum already 

under his control, seized yet greater 
—thiscommand,; — — — — —— 
Astra Militarum regiments enforced his 
tyranny on countless worlds. Loyalist 
regiments rallying to the banner of the 
itinerant preacher Sebastian Thor joined 
with other Imperial forces that eventually 
ensured the despot's defeat. 


The Black Crusades of Abaddon the 
Despoiler and growing numbers of xenos 
wore at the Imperium, though hope 
flared all too briefly even in the darkest 
of decades. In the 41st Millennium, Lord 
Commander Solar Macharius led an epic 
crusade into the Segmentum Pacificus, 
conquering a thousand worlds, but 

war zones beyond count called for ever 
greater tithes of soldiers. Ork invasions 
of Armageddon eclipsed rumours of an 
earlier war there. The Damocles Crusade 
against the burgeoning T'au Empire 

and the defence of Ultramar during the 
First Tyrannic War consumed dozens of 
regiments, while the forces of the Dark 
Gods multiplied. Some pointed to these 
events as omens, yet none amongst the 
wise claim to have foreseen the opening 
of the Great Rift. 


THE WINNOWING OF THE NOCTIS AETERNA 


When the Great Rift tore open, it unleashed violent 
tidal waves of empyric energy that battered numerous 
Imperial war fleets into oblivion. Entire war-torn 
systems were swallowed by the warp. Newly raised 
regiments on highly tithed worlds; industrial planets 


prepping requisitioned supplies; troop transports 
bearing elite battalions to embattled war zones - at a 
stroke, whole consignments of materiel and trillions of 
desperately needed soldiers were wiped out. 


Worse was to come. In the darkness and isolation that 
followed - the so-called Noctis Aeterna — foundering 
fleets lost their way, and pleas for aid went unheard. 
Numerous Imperial Guard army groups thought to have 
survived the initial apocalypse were later deemed 
dead, lost or worse. Imperial forces upon surviving 
worlds or in the holds of intact ships were preyed 


upon by heretic fleets and daemonic legions that 
surged out of the churning warp storms. Xenos raiders, 
some refugees themselves, opportunistically tore into 
weakened garrisons and pounced on cut-off companies. 


When fitful glimpses of the Emperors light did 
eventually return, they illuminated a ravaged Imperium. 
Screaming messages flooded surviving astropathic 
choirs and data churned through overwrought cogitators 
as the Departmento Munitorum struggled to collate 

the damage. When the Primarch Roboute Guilliman 
mustered his Indomitus Crusade, yet more armies 

were stripped from tenuously surviving systems, 
draining more resources from already beleaguered Lord 
Commanders even while they vowed to stand firm. Yet 
for the myriad armies of the Imperial Guard, the dark 
times were only just beginning. 


A GALAXY OF WAR 


The command staff of every segmentum, sector and sub-sector are assailed daily with NAOGEDDON 
desperate requests for aid. Cult uprisings, traitorous coups, xenos predation and the 
never-ending litany of heretic invaders beat a staccato tattoo upon every astropathic 


station across the Imperium Sanctus. The Segmentum Solar itself suffers more assaults 
from within and without than at any time since the Horus Heresy. 
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CURRENT MAJOR E ELE 
WAR ZONES y raa 3G 


Thyriss Paterna 
The rebellion thought crushed on | 
Thyriss Paterna two decades ago | 
rises again. As the war escalates | 
and the involvement of traitor 
Space Marines is confirmed, the 
planet is deemed lost, and virus- 
bombed into oblivion. Forty-two 
regiments of Thyrissite Sentinels 


ORROWFALL 1a remain in service, deployed far from 
À que 3 their home world. Learning of its 


= annihilation, these regiments vow to 
exact revenge against the followers H 
of the Ruinous Powers. 


Norada VII 
The fleetborne Cadian High 
Command, under the leadership 
of Lord Castellan Ursula Creed, 
deploys armies of Kasrkin and Shock 
Troops to dozens of systems. On 
Norada VII, the Cadians narrowly 
avoid becoming encircled by traitor 
militia, only to watch as their 
transport ships are destroyed in 
orbit by Heretic Astartes vessels.. 


E Vigilus 
STORMFALL In the wake of Marneus Calgar's 
fall, a reprieve from the 

executioner's axe is beheld as a 
miracle on the bastion world. More 
regiments are funnelled through the 
nightmarish Nachmund Gauntlet in a 
bid to take advantage of a seeming 
reversal in Imperial fortunes. 

But the picture becomes bleaker 
with every data transfer; Vigilus’ 
neighbours fall quiet one by one, 
and though Abaddon is said to 

have retreated, more of his forces 
continue to spill onto the world. 


Rafnar Sub-4c 
Having recently completed the 
putting down of insurrectionist 
workers' guilds in the delver colony 
tunnels of Complex Sub-4c, regiments 
of Urshan Pitfighters and Vantelli 
Warders are suddenly attacked by 
unidentified foes from even deeper 
workings, far beyond any Imperial 
delve. A vicious war erupts in the 
cramped, unlit mazes. i 
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Gorentz 
Orks in their billions descend 
upon the Gorentz System. 
Regiments are raised from every 
planet within reach, including 

the worlds of Barac, Ulani and 
Catachan. The expanding war zone, 
centred around the cardinal world of 
Gorentz, becomes a meat grinder as 
planet after planet is swallowed by 
the bloody conflict. 


Orvaston Planus 
Tyranids designated as a 
splinter of Hive Fleet Kraken 
swarm into the systems of the Vasta 
Nebula. Orvaston Planus is the site 
of the Imperial Guard's greatest 
success. Thousands of Attilan Rough 
Riders operate night and day in 
repeated attacks, hunting swarms to 
extinction to delay any adaptation 
and counter the Tyranids' rapid 


EIN onslaught. The world quickly becomes 
the bulwark of a major fightback for 


Ste IUS the whole nebula. 
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Soldiers united ix the purpose of the Emperor are blessed ix hir Light and thall live : forever in hir MEMOY, 


THE FALL OF CADIA 


The fortress world of Cadia had been the linchpin in the Imperium’s defence against traitor forces raiding from the Eye 
of Terror for nigh on ten thousand years. Standing guard over the critical Cadian Gate region, the planet and its soldiers 
symbolised stoic duty against horrific odds, their inviolability embedded in the wider Imperial Guard’s consciousness. 


It was immediately before the opening 

of the Great Rift, at the culmination of 
Abaddon the Despoiler's Thirteenth Black 
Crusade, that Cadia fell at last. 


The planet had provided the Imperium 
with a cast-iron stronghold from which 
Imperial Guard campaigns had, for 
millennia, taken the fight to heretic fleets, 
cult uprisings and daemonic incursions. 
It had held fast against multiple invasions 
by traitors, mutants and the monstrously 
powerful Heretic Astartes. Each attempt 
to conquer Cadia had been repulsed, 
though at increasingly immense cost to 
the regiments that defended its bastions, 
star forts, trench lines and bunkers. 
Abaddons Thirteenth Black Crusade, 
however, unleashed Chaos-worshipping 
heretics in numbers not seen since the 
Horus Heresy. 


Under sustained assault, the Astra 
Militarum on Cadia endured as Abaddon 
poured more and more of his limitless 
forces into crushing the world that 

had defied him. Thunderous artillery 
bombardments pounded the invaders. 
Massed Cadian tank divisions duelled 
with renegade armour formations 
through city outskirts. Cadian Shock 
Troops grimly held defensive positions, 
and the world’s elite — the Kasrkin - 
launched precision strikes against the 
heretics, while other Imperial forces 
mustered to repel enemy advances. The 
rallying cry of ‘Cadia Stands!’ was taken 
up by Imperial Guardsmen and heard 
amongst the fortified kasrs of Cadia and 
elsewhere - the term 'kasr' being applied 
both to Cadia's militarised cities and to 
some of its fortress-like sister planets. No 
greater symbol was there of this will to 
push the heretics back than Ursarkar E. 
Creed, the Lord Castellan of Cadia. 


THE LORD CASTELLAN’S 
FINAL STAND 

Formerly the Colonel of the Cadian 

8th, Creed was granted overwhelming 
authority as Lord Castellan of Cadia 
after a gross betrayal resulted in the 
assassination of Cadian High Command. 
Creed led the defenders’ stand from the 
fortress of Kasr Kraf. His foresight to 
reinforce the defences of Cadia and to 
transmit ceaseless calls for aid bought 


a little time. Countless regiments of 
Imperial Guardsmen — amongst them 
many of Cadia's lauded Shock Troops — as 
well as forces of Adeptus Astartes and 
Adepta Sororitas, flooded the fortress 
world. Despite these reinforcements, 

the defence was not enough. At the 
campaigns zenith of bloodshed, Abaddon 
sent a sabotaged Blackstone Fortress 
plummeting from orbit into Cadia's 
surface. The colossal and ancient void 
stations impact would be the final 


death blow for Cadia, and its inexorable . 


approach through the atmosphere was 
like that of a burning comet. Creed 
vowed to remain, leading a rearguard 
action to enable as many as possible to 
escape the doomed world. When the 
ancient craft hit, continents cracked; fire, 
tsunamis and hurricanes scoured the 
surface as the world's death throes were 
triggered. The warp, held back for so 
long, greedily enveloped Cadia, anything 
that still lived on the planets surface 
becoming a plaything for daemons. Of 
nearly a billion souls who had stood to 
defend Cadia, scarcely three million were 
evacuated. Lord Castellan Creed and the 
remnants of the Cadian 8th were not 
amongst them. 


CADIA'S LEGACY 


Though their home planet was utterly 
sundered, the resolve of the Cadians has 
not been broken. Veteran survivors of the 
last battle for Cadia, along with regiments 
of their kin scattered throughout the 
galaxy, now fight even more doggedly 
against the Imperium enemies. Whole 
generations of Shock Troopers are born, 
raised and trained en route to war zones, 
and soldiers from other worlds with the 
mettle to withstand Cadian training are 
inducted into their ranks. The mantra 
‘Cadia stands, oft repeated during the 
planets final violent days, has gained 
purchase within the officer corps and 
amongst the platoons. For Cadia does 
indeed still stand, they assert, as long as a 
single Cadian soldier continues to fight. 


The grit and determination with which 
Cadia was so valiantly defended for 

all those millennia has long been 
lauded within the Astra Militarum. 
The professionalism of the world's 
soldiers remains influential, not only 
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as inspiration to fuel lurid trench-line 
tales, but also through tactica penned 

by Cadian generals that are studied in 
regimental academies. Rare demobilised 
regiments of Cadians, granted rights of 
settlement on worlds they conquered, 
instil Cadia’s legendary discipline into 
their new societies. Other regiments 
model their recruitment and training 
practices on Cadian doctrine, or seek to 
equip their forces in the Cadian style. AII 
are eager to emulate a world so heavily 
militarised that it was said its people were 
taught how to field-strip and shoot a 
lasgun before they could even read. 


Cadias surviving sons and daughters 
refuse to allow the destruction of 

their home world to keep them from 
unleashing the Emperor's wrath on their 
foes. This dauntless spirit in the face of 
ceaseless enemies masks several darker 
sentiments amongst the Cadian troops 
that continue to fight. Widespread hatred 
for Mankind’s enemies has deepened 

to a zealous degree. Many Cadians see 
their home world’s fall as a personal 
failure, and fight all the harder to regain 
what they perceive as lost honour. Some 
of those who were not present for the 
planets tragic end resent those who failed 
in its defence, or else feel guilt for playing 
no part themselves. Others scorn the 
regiments of worlds they believe failed to 
aid Cadia in its darkest hour, and oppose 
the use of soldiers from other worlds to 
expand Cadian regiments, loathe to share 
the burden of loss. 


In the view of many Imperial Guardsmen, 
‘the planet broke before the Guard did! 
The sacrifice of Ursarkar Creed and those 
under his command only reinforced for 
many the bloody-mindedness and hard- 
faced demeanour of the Astra Militarum. 
The men and women of the regiments 

of lost Cadia will continue to wade 

into unremitting firestorms and battle 
through trenches choked with blood and 
mud. Alongside deafening salvoes from 
armoured behemoths, they will advance 
into the teeth of enemy fire if that is 
where their orders lead them, They will 
do so again and again, continuing to fight 
until the day every traitor in thrall to the 
Dark Gods is defeated at last, and their 
world avenged a thousand times over. 


URSULA J. CREED 


Though Cadia's valiant regiments are spread wide, 
some constants remain to anchor its soldiers amidst 


their far-flung wars. The declamation of 'Cadia Stands!’ 


is one. A Creed as Lord Castellan of Cadia is another. 


Ursula Creed is her father's daughter in many respects. 


A hardened general, physically imposing, Creed 
stands as a symbol of Cadia's survival, exemplifying 
her people's unbowed spirit. Ursula's rise to senior 
command was not the meteoric ascent of Ursarkar, 
but it was grindingly unstoppable. She restlessly 
demanded swift redeployment in the wake of victory 
after victory, forging her own legend as a strategist of 
incredibie intuition and ruthiess determination. 


Over her broad shoulders, the new Lord Castellan 
wears what some assume to be a recreation of her 
father's greatcoat, for surely it perished with him. 
Ursula, however, knows it to be no fake. Appearing 

in her sealed chambers months after the loss, dried 
blood and the smell of Cadia's final hours saturating 
the heavy fabric, it fired an obsessive hope in her that 
somehow, somewhere, her father yet lived. 
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THE ERA INDOMITUS 


Humanity's response to the cataclysm of the Cicatrix Maledictum - the outpourings of heretics and traitors, the surges of 
mutation and xenos aggression - was not the spiteful lash of a dying beast. It was the roar of a titan on the warpath, and its 
manifestation was arguably greater than the mythic battle groups and armies said to have been loosed in the Great Crusade. 


Millions of Imperial Guardsmen had 
fallen on Cadia alone. Innumerably more 
were wiped out with the tearing open 

of the Great Rift and the concomitant 
eruptions of warp storms old and new, 
or perished fighting the hellish enemies 
that had boiled out of their depths. The 
fate of half the galaxy - designated the 
Imperium Nihilus - remained unknown 
beyond the Great Rift, while threats of 
every conceivable evil assailed thousands 
of systems within the Imperium Sanctus. 


Everywhere, it seemed to the 
overburdened staff officers and lords 
general of the Astra Militarum, war 

zone commanders demanded urgent 
logistical support and mountains of 
additional ammunition, cried out for 
desperately needed reserves or, worse, fell 
ominously silent. Tithes were increased 
on already suffering worlds. Vicious 
conscription drives emptied entire hive 


cities. Heightened output needs pushed 
industrial worlds to their limits in 


desperate attempts to make up shortfalls. 


Each Militarum Regimentum - the 
total forces of a given world that fall 
under the remit of the Astra Militarum 
- was stretched to breaking point, 
their individual regiments needed as 
never before. 


THE INDOMITUS 
CRUSADE 


Roboute Guilliman’s Indomitus Crusade 
was but one answer to the hurricane 

of woes that daily beset him as Lord 
Commander of the Imperium. Between 
Guilliman, his senior commanders and 
his army of bureaucrats in the Officio 
Logisticarum, the Herculean effort of 
gathering the crusade fleets began. To 
secret mustering points throughout the 
Sol System and beyond, thousands of 
regiments converged, joining with Space 
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| Marines, Sisters of Battle, the cybernetic 


hosts of the Adeptus Mechanicus and 
more - yet this was only the beginning. 
Each fleet's battle groups, once launched, 
fitfully made their way through the 
churning warp on predetermined 
courses, Where they came to systems 
miraculously spared carnage, they each 
reaped a harvest of yet more regiments. 
Where their task forces found worlds in 
the grip of invasion, the Imperial Guard's 
regiments of massed infantry, battle tanks 
and artillery almost always formed the 
vast majority of every crusade force. In 
the wake of each victory, reinforcements 
from the recently saved world were 
demanded to replenish the ravaged ranks 
and replace wrecked vehicles. 


The fleets of the Indomitus Crusade 
continue Guillimans vision of pushing 
back the corrupting armies of Chaos and 
those enacting xenos tyranny. Guilliman's 


Air 


objectives stretched beyond mere attack, 
however; his Officio Logisticarum was 
granted the authority to requisition 
tithed regiments for the protection of 

its own adepts and their hub-fortresses, 
and senior Astra Militarum officers 
were ever amongst the luminary nobles 
and warrior-generals assembled by 

the Indomitus Crusade. Several were 
appointed by Guilliman to command 
entire battle groups and even fleets, such 
as the dynamic leader of Fleet Tertius, 
Fleetmaster VanLeskus, formerly a 


hereditary general - or Markha-Gher - of 


the Vodine Sergastae regiments. 


WAR WITHOUT END 


The demands the Indomitus Crusade 
placed upon the Astra Militarum were 
unparalleled. As the battle groups moved 
from system to system, they subsumed 
innumerable newly raised regiments 

to replace their losses and swell their 
combat assets. Many regiments were also 


hub-fortresses in the crusade's mustering 
sites, and commanders of the crusade 
were instructed to found and man new 
hub-fortresses in conquered systems. 


Guillimans ambitious aims for the 
Indomitus Crusade were vital for the 
Imperiums future, but the battlefields its 
fleets were destined for made up only a 
fraction of the war zones the Imperial 
Guard fought in. Within thousands of 
sub-sectors that lay nowhere near the 
path of any Indomitus battle group, 
Astra Militarum forces were dispatched 
to new or escalating war fronts on a 
daily basis, coordinated by the masters 
of localised Departmento Munitorum 
officios and their armies of scribes, 
adepts, logisticians and strategos. 
Infantry regiments, armoured battalions, 
artillery divisions and super-heavy tank 
companies were constantly deployed and 
redeployed, reinforced, consolidated or 
evacuated. The grinding logistics involved 


and materiel through storm-tossed 

warp channels only compounded this 
undertaking, adding its own dangers and 
delays. Xenos invasions were confronted: 
Orks and Tyranids in the Octarius 
Sector; Necrons in the Erinaeus Cluster; 
Aeldari raiders in the Desh'ka Sub-sector, 
to name but some. Multiplying cult 
uprisings were crushed and uprooted, 
some in thrall to the Dark Gods of Chaos, 
others bearing xenos mutations or ideas, 
or fighting for secessionist tenets fuelled 
by political or religious heresy. 


Only three of the five Lord Commanders 
of the Segmentae Majoris were in 
tentative contact with the wider 
Imperium. Of these, Leontus, the Lord 
Commander Solar, was arguably the most 
embattled. The Segmentum Solar - home 
to Terra itself — was assailed from without 
by heretic fleets and countless xenos, and 
from within by insurgents and traitors. 
Leontus refused to allow such threats to 


deployed to the Officio Logisticarum's 


LORD SOLAR LEONTUS 


Arcadian Leontus — his full name and his dizzying 

tally of titles, privileges and ostentatious ranks 

placing him amongst the Imperium's highest echelons 

— is responsible for all Astra Militarum within the 
Segmentum Solar. He hails from one of Terra's noblest 
families, one with a peerless lineage of service dating 
back countless generations. A product of Terra's opulent 
spires and greatest military academies, Leontus is 
steeped in the political and martial skills needed to 
survive on and off the battlefield. 


Even after the loss of billions of soldiers to warp 
storms, combat attrition or calamities unknown, 

the Militarum Regimentos at the Lord Commander 
Solar's command have been depleted still further 

by the Indomitus Crusade. He would never gainsay 
the Primarch's directives, but within their parameters 
Leontus has emerged victorious from many political 
battles with planetary lords, Navis Imperialis admirals 
and Officio Logisticarum adepts. With the aid of entire 
corps of strategic advisers, cloisters of priests and a 
personally maintained stable of seers, prophets and 
tarot readers known as the Collegiate Astrolex, Leontus 
has masterminded hundreds of stunning victories. As 
he sees them, the Lord Solar's duties lie first with the 
defence of the Throneworld, then the Sol System, then 
its neighbouring sub-sectors and the segmentum's 
wider frontiers. 


in moving huge numbers of troops 


come to fruition under his watch. 


A war scholar, polyhistor and martial tactician of the 
highest calibre, the Lord Commander Solar’s razor-sharp 
intellect and energetic leadership belie his extensive 
command experience of more than a century. Regimens 
of costly rejuvenat treatments, alongside suites of 
concealed bionics within his polished armour, keep 
Leontus at his physical peak. Outside battle, however, 
he endures a weariness of spirit, privately appalled at 
the horrors he sees perpetrated by the Imperium upon 
its own people. He has authorised many himself, having 
sent millions of Imperial Guardsmen into the most 
terrifying conditions, but Leontus sees such steps as 
distasteful necessities on a path to ultimate salvation. 
With grim pragmatism, the old soldier knows he will not 
see the hoped for destination of his works. For him, it is 
enough that he paves the way. 


Though Leontus' remit technically ends at the 
boundaries of the Segmentum Solar, he has led several 
campaigns beyond. The Lord Commander Solar sees 
the myths of Saint Macharius as precedent for this; if 
prosecuting distant wars will protect Terra, Leontus 
will not shirk from such duty. Neither does he cower in 
command bunkers or orbital strategiums far from the 
front line. Instantly visible from his elevated position 
upon Konstantin — his steed for decades, which by now 
is almost entirely cybernetic — Leontus radiates stern 
composure and decisive command. 


THE CHAIN OF COMMAND 


The Astra Militarum, for all its colossal size and necessarily decentralised organisation, is built on a labyrinthine but rigid 
hierarchy. Discipline is ruthlessly enforced and a fortified chain of command exists, ensuring every soldier - from the rawest 
recruit to the most decorated officer - knows their place in an unbroken line of authority stretching ultimately to the Emperor. 


Ihe titular head of the Departmento 
Munitorum is the Lord Commander 
Militant. This august individual 
represents the organisation, and the 
entire Astra Militarum, before the Senate 
Imperialis and hence, through that 
body's holy authority, before the Emperor 
himself. So great is the Lord Commander 
Militant's power and influence that 

they are often appointed one of the 

High Lords of Terra, but rarely leave 

the Throneworld. 


STRATEGIC COMMAND 


In theory, the Lord Commander of a 
segmentum gives orders to various sector 
officers and sub-sector commanders, 
who in turn relay orders to the individual 
Militarum Regimentos. In this way the 
wishes of the High Lords of Terra are 
enacted by the Departmento Munitorum. 
In practice, the immense distances 

and delays in communication between 
worlds often make a mockery of such _ 
procedures, and the sheer scale of the 
Imperium prevents any meaningful 
central governance. Operational control 
of Astra Militarum forces in a given war 
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PREPARATION FOR WAR 


The appointment of command staff is a common first 
step in planning the Imperial Guard's grand campaigns. 
Either the Lord Commander of a segmentum, one of 
their councils or a more localised body will choose the 
overall commander. That officer then typically selects 
their own command staff, drawing upon decades of 


zone is therefore assumed by a high- 
ranking Militarum Regimentum officer 
- carrying a title such as general, high 
marshal or lord hetman - who assumes 
responsibility for the completion of their 
given duties. This might be the initiation 
of a decades-long conflict to cleanse a 
star system of savage greenskins, or it 
could involve the protection of cypricite 
mines or promethium refineries from 
pirate raids. Just as common are military 
recolonisations of planets lost from 

the Imperiums fold. Whatever the 

task, the commander of the war zone's 
forces is responsible for the deployment 
and application of all resources at 

their disposal. 


REGIMENTS 


Beneath a forces overall ground 
commander and their numerous 
attachés, advisers and support staff 
are the individual regiments and their 
commanding officers. Each Militarum 
Regimentum comprises multiple 
regiments, all of which come from the 
same planet or system. Because of the 
shared culture and fighting styles of 


experience, personal contacts and occasional nepotism 


to gather the men and women who will support the 

war effort. Some individuals may be imposed upon 
them, however, ranging from Adeptus Ministorum 
dignitaries and representatives of the Cult Mechanicus 
to Navis Imperialis liaisons and commanders of more 
autonomous forces, such as the Adeptus Astartes or the 


Titan Legions. 


When raising an army, the Departmento Munitorum 
is responsible for munitions, supplies, recruitment, 


regiments sourced from a single world, 
soldiers, officers and even officials of 

the Departmento Munitorum often 
interchange the term 'Militarum 
Regimentum and ‘regiment, referring 
to all Imperial Guardsmen from Cadia 
as being from the Cadian Regiment, 

for example. On their home worlds, the 
forces who serve to defend the planet 
may be split into cohorts, militia groups, 
geno-corps or a host of other formations 
known by a variety of local terms, but 

in the Astra Militarum these are all 
considered different types of regiment. 


Regiments are usually divided into 
multiple companies according to the 
tenets of the Tactica Imperium, each 
placed under the command of a senior 
officer. The number of companies 
depends upon the regiment' type and 
size, but may range from as few as three 
to several dozen. Companies are further 
divided into platoons or squadrons, and 
infantry platoons typically comprise 

an officer, their staff and several squads 
of Imperial Guardsmen, each led by 

a Sergeant. 


training, and support in varied medical, spiritual and 
technical capacities. The methods by which forces 
accumulate are haphazard at best; huge numbers of 
troops from a multitude of worlds are directed to the 
appropriate war zone, while heated negotiations and 
requests for specific assets are flung back and forth. 


The unpredictable nature of the warp and the 
inherent dangers of interstellar travel are such that it 
is not unusual for entire regiments to be lost or even 
destroyed in transit. Some may be delayed by warp 
storms or appear from the immaterium thousands of 
light years from their destination, while others are 


hastily rerouted in replacement. That enough combat 
assets reach a crisis point is often only because of the 


sheer mass of soldiers, weapons and vehicles sent by 
the Departmento in the first place 


COMBINED ARMS 
REGIMENTS 


Especially capable officers know that while the indiscriminate bludgeon of overwhelming force can eventually secure victory, 
sometimes more efficient measures must be taken. Combined arms regiments meld solid cores of infantry or armour with 
numerous supporting elements that together can grant victory over any foe. 


Except in rare circumstances, or within 
certain isolated sectors whose logistical 
strategies have deviated through necessity 
or laxity, true combined arms regiments 
are not normally raised within the Astra 
Militarum. Although there are many 
different classes of Imperial Guard 
regiment, each one is largely homogenous 
in its composition. Infantry regiments, 
for example, are unlikely to contain 

much or any heavy artillery, while tank 
regiments contain little to no infantry. 
Success requires Astra Militarum 
regiments to work together. While this 
interdependence may at first seem like 

a weakness, it is a necessary precaution: 
should a regiment rebel against the 
Emperor, the traitors will not have 

access to the supporting units needed to 
prosecute a full-scale war. 


Though a regiment may be equipped to 
function in a single role, battlefield reality 
often necessitates the interweaving of 
numerous tactical operations. Disastrous 
friendly fire tragedies by artillery 

on tank companies, or massacres of 
uncoordinated supporting infantry under 
the heavy treads of allied armour, are 
usually seen as sufficiently wasteful to 
warrant cross-tactical training. Several 
Imperial worlds specialise in producing 
highly integrated formations of this kind, 
and such regiments are keenly sought by 
campaign commanders. 


ADAPTABLE CORES 


What are commonly termed ‘combined 
arms’ forces are usually formations 
comprising several separate regiments, 
or portions thereof. Typically, such forces 
are conceived in the army’s strategium 
well in advance of a given operation, 

and revolve around a core role. Infantry 
companies of the highly disciplined 
Cadian Shock Troops are particularly 
famed for forming the cores of especially 


successful combined arms regiments. 
Supported by squadrons of battle tanks 
to provide mobile heavy firepower and 
artillery to disrupt enemy cohesion, 

such troops are able to fan out, seizing 
ground and protecting their lumbering 
allies from the dangers of enemy 
infantry. Other combined arms forces are 
anchored by a core of tank companies, 
batteries of heavy artillery or even exotic 
Militarum Auxilla forces such as Ratlings 
and Ogryns. Such formations are created 
through circumstance, or where the 

foe’s capabilities are unknown despite 

the best efforts of intelligence officers 
and the mountains of data fed into the 
thrumming cogitator banks aboard 
orbiting vessels. 


MERGED REGIMENTS 


Should a regiment survive a campaign, it 
is unlikely that it will return to its home 
world, moving instead from one war 
zone to another, As casualties reduce 

the overall strength of fighting forces, 
regiments are often amalgamated so 
that, united, they can continue to wage 
the Emperor's wars. Where possible, two 
half-strength regiments from the same 
Militarum Regimentum will combine, 


but it is not uncommon for two disparate 
cultures to find themselves brothers 
in arms. 


In some cases, two or more regiments 
of entirely different roles may be forced 
together, as occurred with the Valhallan 
*611th Infantry Regiment and the 
1082nd (Recon) Armoured Division. 
This resulted in a highly unorthodox 
mechanised regiment with a high 
casualty rate - the Voltan Recon Hussars 
- whose infantry clung to the hulls of 
tanks that had no capacity to transport 
them in safety. Many commanders 
declare that the reduced efficiency of 
these combined regiments makes them 
barely worth their rations; conflicting 
doctrines and mutually unintelligible 
languages forming barriers to integration, 
and cultural clashes and seething 
mistrust further hamper their battlefield 
cohesion. Other officers are interested 
only in the number of soldiers that can 
be fielded - regardless of origin - their 
successful integration as fighting units a 
secondary concern. 


With few exceptions, new recruits are 
not added to existing regiments. Under- 
strength formations are instead simply 
merged together. Where possible, the 
formations joined are from the same 
home world, as was the case when the 
Cadian 12th and 78th were combined 
after the Fall of Ice Hive Magnox. 
Sometimes, however, two very different 
regiments are combined, such as when 
the Catachan CLXXXII was merged 
with the Elysian 90th. As this took place 
on the Departmento Munitorum world 
of Prosan, the composite regiment 

was designated the Prosan 314th. 

The new regiment became expert in 
airmobile jungle warfare after being 
issued Valkyries during the Saikong 
Justification Wars. 


DEPARTMENTO SUMMARY RECORD: 881/3.70.Is9 
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From the famous Shock Troops of its 
infantry regiments to the dedicated crews of 
its armoured war engines and the gunners 
who man its artillery and heavy weapons, the 
disciplined and professional warriors of the 
Cadian Regimentum are lauded throughout 


LOCUS MAXIMUS 


Every generation of Cadian 
soldiery undergoes total military 
indoctrination. At the age of most 
other worlds’ raw recruits, every 
Cadian has had more than a decade's 
experience; through constant drills 


the Imperium as born soldiers. and endurance trials, they train to be 
deadly shots in the cacophony of war 
and proficient in hand-to-hand combat. 


They even receive a carefully monitored 


That there will be no more of their kind born 
on Cadia itself is not the death knell that 


many fear: the Cadian lineage continues in : : je : 
y f 4 introduction to the perils of psyker-taint 


every new generation that comes of age as ; = , 
} 4 y 4 and mutation — for such were once the risks 


the fleetborne armies make their years-lon WO 7 eia 
f J of living on a world so near to the Eye of 


transitions between war zones. Cadian tactics : ^ i 
Terror — and this grounding has proved more 


and dogma have spread to many other worlds, at 
£ P ) than beneficial on the numerous other worlds 


now cursed with the Great Rift’s caress. This 
approach leaves Cadian soldiers mentally and 
spiritually fortified, with a grim acceptance 


and Cadian regiments are frequently reinforced 
with soldiers from other regiments. In these 
ways the fortress world survives, its huge 


we eg ay the Lord Céstellay of things that would send lesser Humans a 
' screaming in terror. ; Ne 
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in brightly decorated and ornate uniforms. 
Foes misled by this ostentatious, parade- 
duty — a temperament common to the like attire have believed Mordian regiments 
perpetually dark hive cities that pack to be naught but ceremonial puppets with 
their home world's nighted side. Mordian no experience. They are taught the hard 
is a tidally locked world, one half forever way that every Mordian soldier is a tough 
draped in darkness, the other lashed and determined professional killer. 
with searing heat and deadly radiation. 
The planet's oppressive atmosphere, 
coupled with overpopulation and meagre 
resources, makes for a sultry hotbed of 
antagonism. Newly raised regiments 
from Mordian commonly already have 
several years’ experience in putting down 
insurrections, riots and uprisings with 


Mordian soldiers are grim and dour by 
nature, respecting only discipline and 
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In battle, Mordian infantry regiments 
present perfectly formed ranks of troops to 
the enemy, unleashing precision volleys of 
las-fire from behind a hedge of bayonets. 
Rigidly adhering to orders even in the 
face of overwhelming odds, the Iron 
Guard are known to use pinpoint shelling 
from attached artillery tanks and rapid 
advances by armoured squadrons, all while 
In contrast to their demeanour, Mordian’s their carefully choreographed infantry 
superbly drilled regiments — collectively platoons advance. 
known as its Iron Guard — march to war 


ip 
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authoritarian firmness. 


DEPARTMENTO SUMMARY RECORD: 91A/931.Cz8 
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resourceful and uncompromising, Catachans must 
be born survivors simply to reach adulthood. 
The skills employed by some of their 

most famous regiments — the Catachan 
XXIV ‘Waiting Death’, the XVIII = 
‘Swamprats’, the MXIV ‘Unseen : 
Lurkers’ who have seamlessly 
adapted to urban sprawls — 
include the setting of complex 
and invisible booby traps, 
vanishing into dense terrain 
and effortlessly negotiating 
hazardous ground. 


Catachan is the most infamous death world in 
the Imperium and its inhabitants are the deadliest 
breed of jungle fighters serving the Emperor. 
The planet’s predators, plant life, air, soil and 
water are all inimical to Human life, yet these 
natural warriors not only survive, but maintain a 
population high enough to raise dozens of Astra 
Militarum regiments every year. Though little 
production occurs in these rough survivalists’ few 

fortified settlements, Catachan is rich in resources 
it trades for essential goods. These include 
bio-specimens, exotic vegetation, toxins and rare 
chemicals and, above all, the native Catachans 
themselves, for they are a worthy component of 
the Imperial tithe. 


Catachans exhibit a fearless and gung-ho attitude 
to danger. Thanks to the brutal environment 

in which they are raised, they are physically 

and mentally resilient on a level that much of 
Humanity simply cannot match. Cunning, 
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On the former menagerie world of Indiga, 
the Praefects have the unenviable task 
of protecting the planet's natives from 


gifted with advantages both natural 
and unnatural. As a formal and highly 
ritualised part of their training, the 


the megafauna that prowl their verdant 
realm. The giant predators had once 
been the pride and joy of the pompous 
governor, Constantine Principa Argoy, 
who spent the planet's copious mineral 
wealth on the purchase of breeding pairs 
of every dangerous creature he could 


acquire from planets across the segmentum. 


Unfortunately, after a catastrophic 
earthquake shattered the governor's zoos, 


the giant animals escaped into the wilds to 
breed and hybridise. 


Now a man-made death world, Indigans 
are ever on the move across their planet 
in vast mobile settlements, trying to stay 
one step ahead of giant monstrosities 


Indigan Praefect regiments must become 
experts at tracking and slaying large and 
dangerous beasts; failure at basic training 
on Indiga is a terminal experience. The 
Praefects’ reputation is such they have been 
requested as reinforcements in multiple 

war zones assailed by Tyranids, Greyva 
and unknown beasts. Where these requests 
have been honoured, the Praefects eradicate 
the xenos with practised efficiency. 
Veterans who have faced Tyranid swarms 
help to drill new recruits, instructing them + 
on how to bring down a Carnifex using = ` 
lascannon fire and how to bait Mawlocs 
with tightly packed infantry formations. 


DEATH WORLD 
REGIMENTS 


Amongst the worlds inhabited by Imperial citizens, there are many on which even basic existence is a battle fought every single 
day. Designated death worlds by the Administratum, these planets are ideal recruiting grounds for the Astra Militarum, as 
they forge populations hardened to lives of constant struggle little different to the hardships of the Imperium’s endless wars. 


Death worlds are those that are 
theoretically capable of sustaining 
Human life, but whose conditions 
represent an almost certain death 
sentence for those not accustomed to 
their rigours. In the case of some, it may 
be the climate or environment that is 
deadly. Excoriating radiation, lashing 
electrical storms or poisonous fumes can 
kill unprotected inhabitants; rampant 
volcanic activity, razor-sharp mica 


to loss, and ingrained with a respect for 
those they know to be more experienced. 
After all, where death-worlders come 
from, inattention and wayward behaviour 
can lead to a painful demise. Their rapid 

- at least, from 
those respected officers who have shared 


adoption of orders alone 


their hardships - makes them ideally 


suited to life in the Imperial Guard. 


call ‘baby Ogryns’ - denser bones or 
increased immunities. Such changes may 
have arisen through enforced isolation 
and a biological need to adapt in order 
to survive. Others may be the resuit of 
genetic experimentation with now-lost 
technologies, or the pervasive use of 
stimm cocktails. 


On the whole, death world regiments are 
incredibly adaptable in the face of sudden 


hurricanes and tectonic fluxes can flatten 
structures. On other death worlds, the 
plant life may be injurious to Mankind, 
releasing psychotoxins or mutagens into 
the air or water, rupturing foundations 
or preying more directly on passers-by. 
Many, meanwhile, harbour varieties 

of animals - from the microscopic to 
the gargantuan - that infest, hunt or 
unknowingly crush formative Human 
societies before they have a chance to 
take hold. Some death worlds even 
exhibit all of these features. 


A HARDY BREED 


The Human inhabitants of death worlds 


The skills with which death-worlders' 


are survivors, the ones whose far-off 
ancestors somehow managed to cling to 
life during their first years as colonists. 
They are commonly alert, with instincts 
heightened to danger, emotions inured 


THE TOOLS OF SURVIVAL 


Besides their natural strengths and skills, many death 


world regiments are further equipped with the everyday 


tools required to survive their hostile planet. Individual 
soldiers of other regiments may 'acquire' supplemental 
weapons and gear, often refashioned from quotidian 
items or shards of shrapnel. Death-worlders, however, 
routinely carry finely honed knives, swords, hatchets or 
concealed blades, many doubling as efficient tools. In 
comparison with many poorly equipped forces, death 
world regiments are often replete with basic medical 
supplies, signal flares, gear to start fires and complex 
hydro-augury scanners to locate potable water. 


Many death-worlders take the time to modify their 


weaponry to better suit their preferred combat 
techniques, or are issued bespoke equipment. Soldiers 
from death worlds where marksmanship is valued 


are able to overcome the dangers of 
their native environments can benefit 
any general taking charge of such 
regiments. Some of these formations 
are characterised by soldiers with 
vastly increased muscle mass - such as 
the fearsome Catachans, whom some 


threats, a trait not widely seen within 
the usually lumbering Astra Militarum 
war machine. Abrupt assaults by unseen 
foes, rapid changes in temperature and 
humidity, or seemingly impassable 
terrain not foreseen by regimental 

| intelligence — all bring out the survivalist 
spirit of death-worlders. Reconnaissance 
outposts, hunting parties and eagle-eyed 
pickets are readily formed from those 


used to safeguarding against ravening 
beasts. Gorges are forded and foundering 
battle tanks righted by those familiar 
with crossing icy canyons or negotiating 


otherwise require combat engineers 
or the specialists of the Adeptus 
Mechanicus. To these hardy men and 
women, war in service to the Emperor 
simply transplants one set of life-and- 


death struggles for another. 


for survival frequently carry non-standard sights and 
scopes. Worlds populated by savage beasts may even 
produce bayonets fashioned from the monomolecular 
chitin spurs of slaughtered creatures. 


Though many death world regiments comprise tough 
soldiers used to facing life with little but a flak jacket, 

a large knife and a will to survive, others hail from far 
more technologically advanced — but no less deadly 

— planets. War engines within death world regiments 
might bear acid-resistant ablative plating, or optics 
calibrated to detect biological signatures in the densest 
alien foliage. Tank and artillery crews from death worlds 
often festoon their vehicles with modified camo- 
netting, far superior to that used by other regiments, 
which enables them to lurk unseen until their first 
terrifying salvo. 


quake-riven landscapes - feats that would 
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PLANET OF THE SORCERERS 
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REGIMENTUM: CATACHAN 
INFANTRY REGIMENTS 


atachan I1 ‘Green Vipers 27 companies 


atachan LXIII ‘Strangle 
atachan CHI "Trail Ste 
atachan CCXII ‘Devils’ Own Thorns 


atachan CMLI 'Claw 


AIRBORNE MECHANISED REGIMENTS 
Catachan XXXI 'Black Strikes 


Catachan XCU ‘Death Cloud 


ARMOURED REGIMENTS 
Catachan XX "Ironteeth' 


Catachan CIX ‘Fire 


++ My LORD GROUPMASTER, THE INCOMPLETE DATA 
ABOVE I5, INCONCEIVABLY, THE WORK OF HUNDREDS OF 


SOLAR HOURS BY THE FINEST LOGISTICIANS, SEVERAL OF 


WHOM ARE NOW MISSING. | WISH TO LODGE A COMPLAINT 


AGAINST THE COMMANDER, THIS STRAKEN, OF THE 
CATACHAN MUSTER FOR THE WILFUL OBSTRUCTION OF 
MY ADEPTS' HOLY WORK. THE REPORTED REBELLION 
BY THE TULOSCHAN REGIMENTS - THE CURTAILING 
OF WHICH BY THE CATACHANS, WITH NO VISIBLE 


INFRASTRUCTURE DAMAGE, IS TO BE COMMENDED - I$ A 


HIGH CRIME THAT MUST BE INVESTIGATED, BUT COLONEL 


STRAKEN CLAIMS NO OFFICERS WERE SEIZED. NEITHER 
ARE ANY OF THE TRAITORS CORPSES TO BE LOCATED. 
EVERY CATACHAN OFFICER WHO DEIGNS TO ANSWER MY 
VOX CURTLY REFERS ME TO THE INSUFFERABLE COLONEL 
THAT THE ABOVE REGIMENTUM ASSETS WERE PRESENT 
WHEN THE REBELLION REVEALED ITSELF HAS BEEN 
SWORN TO BY COLONEL STRAKEN — AT LENGTH AND 
WITH MANY LOCAL WORDS OF COLOURFUI MEANING 
THAT IS ALL | AM ABLE TO VOUCHSAFE. IT Is THANKFUL, 
THEREFORE, THAT ONLY A FEW CASUALTIES WERE 
SUFFERED, INCIDENTALLY, THE COLONEL DOES NOT 
COMMEND ANY REFUGEE REGIMENTS TO THE CRUSADE 
HE ASSURES ME HIS TRAINING CADRES WILL SHORTLY 
TRANSFER THEM TO THE SURFACE, I ASSUME FOR CLOSE 
ASSAULT TRAINING, ++ 


.. 19 companies 
12 companies 
30 companies 


15 companies 


13 companies 


9 companies 


7 companies 


11 companies 


WAR ZONE: 


CATACHAN 


The opening of the Great Rift swallowed many thousands of systems whole. 
Assailed by tides of empyric energy, thousands more were rendered vulnerable, as 
the veil between the warp and realspace was worn and rent. Often, only the strength 
of a world's inhabitants stood between survival and damnation. 


Worlds that escaped the initial 
devastation of the Cicatrix Maledictum 
succumbed to other calamities, and 
desperate refugee flotillas fled to any 
unfriendly. The death world of Catachan 
was spared many threats, but fell foul of a 
still more unnatural horror. 


UNWELCOME GUESTS 


For months before the threat, large- 
scale recruitment had been underway 
on Catachan in preparation to join the 
Indomitus Crusade fleets. Amongst the 
regiments raised, the Catachan II had 
been reconstituted, with its hard-bitten 
commander Colonel Straken tasked 
with overseeing the tithe muster. Thus 
when the first refugee forces arrived 
unheralded, Catachan was already host to 
many dozens of its own regiments. 


Remnant regiments from the systems of 
Tulosc, Berentis Kha, Vulpus II, Dorlan, 
Meggsh and others made it to Catachan. 
The Catachans' usual disdain towards 
outsiders saw most refused landing 
rights, the death-worlders doutbful 

of their ability to survive. Only the 
infantry regiments of the Tuloschan Grey 
Companions, in whom Catachans tribal 
rulers recognised great physical strength, 
were billeted on the surface. They were 
assigned to Fort Traggan as a whole. Each 
fortified settlement's existence was a daily 
battle to burn back the jungle and scout 
breaches in perimeter defences. In the 
midst of the global muster, the obviously 
capable Tuloschans were left alone, save 
for a few dozen natives acting as guides 
and liaisons. 


Unbeknown to the Catachans, the 
Tuloschans were no refugees. Their Grey 
Companion regiments seethed with 
idolatry towards a dark god they called 
the Shadow Butcher. They had unleashed 
daemonic hordes on their home world, 
and now sought to do so on Catachan. 


PREDATOR AND PREY 


The traitorous Grey Companions, filled 
with the wrath of their patron, attacked 
the Catachan regiments in Fort Traggan 


23 


without warning. Incensed at the 
betrayal, the powerful Catachans fought 
back, both sides hacking the other apart 
in dense melees amongst the settlement's 


buildingsand-dete S: uloscha 
used the loyalists’ deaths in a blood- 
soaked ritual that summoned daemon 
hosts of Khorne to Catachan, and with 
the warp-spawns aid, the last loyalists 
were butchered. From the desecrated city, 
mortals and daemons spread along trails 
through the dense jungle, making for 

the nearest fortified settlements. Other 
daemons hunted packs of carnivorous 
beasts or wildly hacked burning swathes 


through the verdant undergrowth. 


Straken and his command staff had 
received a garbled long-range vox from 
Fort Traggan before it fell, and Catachan 
regiments were on the move before the 
Blood God's followers had plunged into 
the jungle. What followed was a wat 

of stealth and rage that lasted months, 
though the Grey Companions themselves 
lasted only a matter of days. Hundreds 
were killed by predators or disease; 
many more were lost to the deadly 
ambushes of Catachan guerrillas, who 
lured the traitors into brainleaf groves, 
man-eating vine growths or worse. 

The daemons' power swelled with the 
Tuloschans’ deaths, and those of the 
hundreds of Imperial Guardsmen who 
fell to their blades every day. Such losses 
were borne with pragmatism by the 
staunch Catachans, though the daemons’ 
presence was disturbing on a level even 
these tough fighters could not long bear. 
In the Ghorsa Hills, monsoons of blood 
fell amidst supernatural landslides of 
skulls; even elements of the planet's flora 
and fauna were corrupted. Yet even as 
Catachans resilient regiments of light 
infantry, air cavalry and mobile armour 
stepped up their guerrilla campaign 
against the warp-spawn, so too did the 
death world's native life react. With feral 
instinct, all of Catachan's predators - 
Human and otherwise - hunted and 
bled the daemons until the final creature 
vanished. By the time the Indomitus 
Crusade arrived, the unconquered jungle 
had erased every trace of corruption. 


MECHANISED 
INFANTRY REGIMENTS 


Some war zones call for swift advances, often under heavy enemy fire - conditions in which footslogging Imperial Guardsmen 
would soon perish without appreciable gains to show for their deaths. Whether redeploying infantry to new battlefields or 
carrying them into blitzkrieg assaults, mechanised regiments form a wall of steel that enables more troops to enter the fight. 


Fully equipped with transport tanks, | Squads. Entire mechanised infantry breakthroughs into 'pockets' to allow 
mechanised infantry regiments are more regiments are invaluable to commanders encircled Imperial Guard forces 
mobile than almost any Astra Militarum in war zones whose multiple smaller to escape, and - when fitted with 
formation. In addition to being deployed | engagements are widespread, or where heavy-duty dozer blades or advanced 
in their entirety, squads or companies the enemy is too swift to be pinned prospecting gear - brutally clearing paths 
may be detached and assigned to more down by more ponderous regiments. through ruins, rubble, vegetation and 
unwieldy forces. In this way, they provide | They are often used to forge ahead of corpses to allow heavier battle tanks to 
a rapid response capability to plug the main advance to seize vital ground follow in their wake. Mechanised infantry 
breaches in defensive lines or encircle until the massed ranks of infantry regiments are commonly much smaller 
more static foes to bring the Emperor's regiments arrive to garrison their gains, than infantry regiments on foot. It is 
wrath from a different angle. at which point the mechanised forces difficult for most planetary governors to 
move on to fresh targets. Other tactics obtain and maintain the vehicles needed 
These speeding, steel-armoured units often utilised by such regiments include for such formations, though larger forces 
are often known as Armoured Fist massed reconnaissance observation, of them have been known. 


DEPARTMENTO SUMMARY RECORD: *I/CUR.3IE 
MILITARUM REGIMENTUM PROFILE: TALLARN 
[REGIMENTAL EPITHET - ‘DESERT RAIDERS’ ] 
YY. PRIMARY SEG. DEPL.: TEMPESTUS / ULTIMA 
y MERIT ROLES: RAPID ASSAULT, DESERT WAR 


Legends tell that Tallarn was once a warfare, they aim to strike a killing blow 
fertile world of verdant vegetation and at the heart of the enemy before returning 
vibrant life. Whatever tragedy befell the to their own lines and preparing to pounce 
planet is long in its past. Today, Tallarn once more. Tallarn infantry regiments 


comprises deserts of sulphurous sand that are capable of fighting in incredibly loose 
stretch from pole to pole; no plant life and formations, employing swift guerrilla 

few animals can survive on its parched warfare to cripple isolated positions or lure 
surface. The world’s economical and enemy fighters away from the support of 
nimble folk live in domed towns or caverns — their allies. 


hollowed out from the rocky surface, 
fi h face, i The forces of Tallarn have a long-held 
where they are protected from the corrosive ; ; a rp 
: : aptitude for mechanised warfare, and field 
sandstorms that can strip a Human’s flesh ` 
5 an abundance of armoured regiments. 
from their bones. E Be 
Rather than using their vehicles as a wall 
Tallarn regiments have adapted to fight in of steel, Tallarn Tank Commanders pride 
this environment, where to become stranded themselves on their ability to coordinate 


is to die an excruciating and drawn out fast spearhead assaults, their squadrons 
death. They commonly consist of mobile weaving between allied formations to strike 
guerrilla fighters, as evasive as they are unexpectedly at the unprepared foe. 


opportunistic. Masters of hit-and-run 


TRANSPORT ARMOUR 


The Chimera is the Imperial Guard's most 
commonly used armoured troop carrier. 
These vehicles are extremely durable and 
practical, capable of mounting an array 
of support weapons. Over the millennia, 
the Chimera has been pressed into 
service in a variety of different forms, 
proving its reliability and worth time and 
again. These ubiquitous workhorses are 
versatile vehicles capable of operation in 
hostile environments. Their amphibious 
design allows them to negotiate dense 
swamps, marshes and even rivers. Many 
an enemy army has been destroyed 

after thinking their flanks protected by 
such obstructions, only to find ranks 

of Imperial Guardsmen - supported by 
their Chimeras’ fearsome anti-personnel 
weaponry - disgorging into the very 
heart of their position. 


Employed almost as widely is the Taurox. 
This high speed transport's rugged 
quad-track unit affords it the ability to 
negotiate even the most tangled terrain 
with ease. Axial servo-dampeners 
redistribute the weight of the vehicle 
across these tracks as it moves, allowing 
jagged outcrops and uneven piles of 
rubble to be traversed at full throttle. 


The variety in local manufacture, 

the patterns used by supplying forge 
worlds and the assets available to a 
commander in a given war zone mean 
that a regiment' transport vehicles 

can vary considerably. There are 
numerous versions of the Chimera, 

as well as classified or unorthodox 
vehicles rumoured to drill beneath the 
surface, all the way up to super-heavy 
behemoths. The Banehammer and 
Doomhammer super-heavy tanks are 
hulking mobile fortresses, able to carry 
a large complement of troops into battle 
while excelling as defensive anchors and 
close-range Titan killers respectively. 
Both variants typically deploy their 
infantry to occupy the foe's own troops 
while the tanks’ primary weapons target 
bigger prey. The Stormlord, meanwhile, 
is a superlative assault vehicle. Whereas 
most super-heavy transports form 

part of armoured regiments, some 
Stormlords are intrinsic assets of 
mechanised infantry regiments, and it 
is rumoured that entire regiments have 


been transported in them. Embarked 
inside, dozens of Imperial Guardsmen 
level waves of shots at enemies from 
firing platforms. At the same time, 
the Stormlord’s forward-mounted 
vulcan mega-bolter unleashes such 
overwhelming sheets of mass-reactive 
rounds into the enemy that, when its 


HART cama alas] Aspnes tn nein Dia 
SLCC! Latii» MAU CIUV IL UIC Gcisemoarning 
squads often find naught but settling 


clouds of vaporised blood. 


CAVALRY SUPPORT 


Because of the mobility of mechanised 
infantry regiments, their support 
elements must be just as swift and 
adaptable. Cavalry squadrons from 
Rough Rider regiments - the foremost of 


which hail from the world of Attila — are 
common auxiliary assets in mechanised 
forces, fulfilling numerous target 
acquisition, vanguard and long-range 
scouting roles. They relish the greater 
dynamism of fighting alongside swift- 
moving infantry, and often form the 
spear-tip of massed Chimera assaults. 
Smashing throug ; 

shearing their flanks with an oblique 
charge, these consummate horsemen 
plunge their hunting lances into the foe, 
each bearing one of a variety of deadly 
fittings. A moment after they break 
through or veer away, detonations or 
the hissing roars of melta charges erupt 
amidst the foe before the Rough Riders 
double back for a rapid follow-up assault. 
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SIEGE AND ARTILLERY 
REGIMENTS 


Where the sheer volume of heavy ordnance is concerned, few forces in the galaxy can compete with the siege and artillery 
regiments of the Astra Militarum. Whether on the offensive retaking enemy strongpoints or defending war fronts miles long, 
these fighting formations undertake their grim duties with relentless resolve, shelling targets into oblivion as wave after wave 


of foot soldiers advance to secure victory. 


The term ‘siege regiment’ is used by a 
number of officios and sub-bureaux 
within the Departmento Munitorum to 
refer to formations especially drilled or 
equipped to undertake the most gruelling 
of battles. Large numbers of unflinching 
infantry and vast quantities of artillery of 
all sizes characterise the majority, though 
the term has been used at times to label 
any regiment hurled into high-attrition 
war zones, regardless of their suitability. 
Those unfortunates aside, siege regiments 


are typically well-equipped in terms of 
ordnance and the sheer numbers needed 
to overwhelm enemies, whether tasked 
with assault or defensive campaigns. 
The majority of siege regiments are 
either raised as such from the start of 
their existence, or are reclassified upon 
the assignment of support elements 
particularly suitable for grinding battles 
of endurance. Siege regiments can vary 
widely in core composition, depending 
upon the Militarum Regimentum they 


are drawn from, their intended strategies 
and the breadth - or dearth - of arms 
issued to their soldiers. Where a siege 
infantry regiment stops and an armoured 
artillery regiment begins is open to the 
interpretation of the officers in command. 


Many siege regiments rely on 
overwhelming numbers of foot soldiers 
and are organised in much the same way 
as other infantry regiments, whereas 
artillery regiments can be comprised 
mostly or entirely of artillery tanks 
and ordnance batteries in a hierarchy 
more akin to an armoured regiment. 
Both kinds of regiment are sometimes 
trained in complementary tactics with 
attached battle tanks or super-heavy 
assets, which are employed to force 
breakthroughs, initiate counter-attacks 
timed around bombardments, or close 
weakened breaches. In a reflection of 
the many variations in such regiments’ 
roles, the alternative names they go 

by are widespread, ranging from 
combat engineer, trench line or sapper 
regiments to bombardier or heavy 
ordnance regiments. 


ARTILLERY 


Deafeningly loud, psychologically 
shattering and violently destructive, 
Imperial Guard artillery strikes are 
feared across the galaxy. Firing patterns 
are often kept up day and night, salvoes 
blasting the foe's defences, breaking 

up musterings of enemy troops and 
inducing terrible combat fatigue and 
psychosis. To prevent the enemy learning 
to predict where and when rounds might 
fall, artillery commanders frequently 
alter the firing patterns they use. Field 
ordnance batteries are deployed in vast 
numbers by many siege regiments, 
providing a bedrock of long-range and 
powerful weapons that most of the 


regiment's infantry are denied. The 
batteries component ordnance teams 
usually comprise a gunner, loader and 
gunnery sergeant or junior artillery 
officer, who together crew the artillery 
piece. Such batteries may be seconded to 
other regiments as well; added to lighter 
infantry regiments, they usually operate 
as the heaviest firepower available, while 
amongst dedicated artillery regiments, 
their smaller footprint and silhouette 
enable them to deploy in dense terrain 
impassable to larger artillery tanks. 


From the large and blunt to the 
monstrous and baroque, Imperial Guard 
self-propelled artillery pieces offer a 
variety of destructive potential. The 
Basilisk is a mainstay of many artillery 
regiments. A well-oiled Basilisk crew 
can fire arcing shells from their vehicle's 
earthshaker cannon in quick succession, 
or lower the guns huge barrel until it is 


horizontal, turning it into a fearsome, 
direct-fire assault gun. Either singly or in 
whole batteries, Basilisks area common 
sight supporting infantry and armoured 
assaults. The Manticore, meanwhile, | 
carries a limited arsenal of storm eagle 
rockets, each of which unleashes multiple 
independent warheads before impact, 
sowing widespread destruction. 


TRENCH WARFARE 

Siege warfare, as practised by the 

Astra Militarum, is amongst the most 
dehumanising, miserable and filth-ridden 
modes of fighting there is. Attrition 
figures rocket as dizzying numbers of 
Imperial Guardsmen are poured into 
these engagements, whether manning 
trench networks that cross continents 

or storming the foe’s own fortifications. 
Lives are spent every minute, wearing 
down the enemy’s resolve and expending 
their ammunition until they have nothing 
left with which to resist later Imperial 
assault waves. Few regiments have the 
capacity to endure such horror for the 
months or years it can span without 
rebellion becoming a serious risk. 
Legendary Regimentos such as the Death 
Korps of Krieg, Baran Siegemasters 

and Torqrati Mire Dredgers are in high 
demand for their ability to bear losses 
that would cripple the cohesion of other 
forces while still maintaining their fire 
discipline and willingness to step into 
gaps in the line, regardless of the number 
of fallen comrades they must walk over. 


Many siege regiments are skilled 
in combat engineering techniques, 
sabotaging enemy communications 


outposts, laying advanced mines in fields 


of death miles across or establishing 
crossings of boggy craters left in the 
aftermath of repeated shelling. Tunnel 
networks may be dug in a maze 

that extends far beneath no man's 
land, enabling teams of veterans to 
infiltrate behind enemy lines to carry 
out reconnaissance, assassination or 
sabotage missions. 


Sniper fire is a common component of 
siege warfare; regiments may employ 
snipers in hidden ruins, perched amongst 
craters or sheltering in the carcasses 

J Tr € Where the eae 

fo 

the weapons for such tactics, ‘they may 
be assigned units of abhuman Ratlings. 
These diminutive soldiers are expert shots 
with their sniper rifles, and their small 
stature and uncanny ability to remain 
motionless make them hard for the 
enemy to locate. Snipers typically aim to 
kill the war leaders of whichever enemy 
faces them, adding to the confusion 
created by artillery bombardments by 
denying the foe vital links to command. 
Indeed, long-range kill shots are not 
limited to infantry marksmen; Leman 
Russ Vanquishers and other specialist 
tanks often deploy in hidden gun nests to 
eliminate priority targets from afar. 


Krieg 
kJ =a 


Grim, fatalistic and dour, selflessly 
wading into some of the most gruelling 
and abhorrent war zones saturated with 


with sky-high casualty ratios — the men 
and women of Krieg are a breed apart. 
Almost all Imperial Guardsmen from 
the ravaged world of Krieg, save vehicle 
crew, wear distinctive and highly advanced 
respirator units that filter out toxic 
particulates. These are a relic of their 
world’s legacy and a reminder of Krieg’s 


eternal service. 
4 


Once a world consumed by civil war, 
Krieg endured centuries of battle between 
loyalists and traitors — a war of brutal 
attrition in which the entire populace 
became expendable. Eventually, ancient — 
and d forbidden weapons were unleashed 


radiation or toxins — or decades-long sieges 


DEPARTMENTO SUMMARY RECORD: 122/480.2Iv 
MILITARUM REGIMENTUM PROFILE: KRIEG 
[REGIMENTAL EPITHET - 
PRIMARY SEG. DEPL.: 
MERIT ROLES: TRENCH WARFARE, BIOHAZ. END. 


‘DEATH KORPS’ ] 
TEMPESTUS / SOLAR 


in an atomic purging that irradiated the 
— planet's surface but merely drove the 
war underground. 


- At last, Krieg emerged as an Imperial 

` world once more. Consumed with a 
[^^ need to atone for the rebellion, 
a cult of sacrifice took hold amongst 
its regiments, shaped by an even greater 
disregard for individual soldiers than that 


espoused by most other Regimentos, 5. Bred 


in underground facilities geared only for 
war, the regiments of Krieg take harsh 
training to extremes, and their unfeeling 
attitude makes them ideal for siege and 
trench warfare. In battle, the resilience 
and indefatigability of the Death Korps’ 
inexhaustible soldiery grinds down their . 
enemies, while their commanders merely 
send in the next wave, already firing. 
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WAR ZONE: 


SABBAT WORLDS 


The true tale of the Sabbat Worlds Crusade has never been fully detailed. It was primarily a 
campaign of expulsion and reconquest in the wake of invasions by Chaos-tainted tribes and cults 
under a hierarchy of heretical magisters, whose numbers were enough to threaten a whole sector. 


Myths portray the legendary Saint 
Sabbat as having driven heretics from 
the Sabbat Worlds - as they were 
subsequently named - six millennia 
previously. However, sporadic invasions 
and counter-assaults had swept back and 
forth between Chaos cults and Imperial 
worlds in the region for thousands of 
years since that time. In the second half 
of the 41st Millennium, the full scale 

of the threat - thought to originate in 
the so-called Sanguinary Worlds at the 
region's edge - was recognised, and a 
crusade undertaken to reconquer the 
entire region by the Warmaster Slaydo. 


Slaydo’s Sabbat Crusade took years to 
prepare. Even when momentum was built 
and bureaucratic inertia overcome, what 
followed was a decades-long conflict. 

The war zone comprised dozens of fronts 
spread across a vast stretch of space. 
Numerous systems had already fallen, 
many to a cult naming itself the Blood 
Pact, whose legions of adherents were 
loyal to the mysterious leader of the 
traitor forces, Nadzybar. Several disparate 
groups of systems were fought over. The 
Newfound Trailing Group, the Cabal 
Systems, the Carcaradon Cluster and the 
Sanguinary Worlds each contained many 
dozens of worlds. 


Into this gargantuan arena were funnelled 
equally vast armies, including regiments 
from countless worlds. Some of the 

most famous made their names in initial 
battles: the Vitrian Dragoons with their 
distinctive armour of 3 
the grim and tenacious oře 
Roane Deepers; the expert shots ^i 
invisible scouts of the Tanith Ist; and 
the impressively trained and equipped 
- though arrogant - Royal Volpone, 

or 'Bluebloods: 


The turning point for the Imperium 
came with victory at the Sabbat Worlds' 
capital planet Balhaut, long occupied by 
traitor forces but eventually recaptured. 
Despite setbacks, including the loss of 
Warmaster Slaydo who was succeeded 
by Macaroth, other victories followed. 
On the ocean world of Sapiencia, a mass 
drop assault destroyed forces of the Kith 


i 
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cult. Brutal urban wars amongst the hive 
cities of Verghast eventually resulted in 
the defeat of the host of cultists, traitors 
and war engines on the critical industrial 
planet. Even victories on minor worlds 
proved pivotal to the crusade's eventual 
outcome. On Herodor, noted for sites 
sacred to Saint Sabbat, myth muddied 
with fact as rumours spread of the saint's 
reincarnation. Ultimately, the forge world 
of Urdesh, so vital to the continued 
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supply of 

resources to 
the wider region, 
was liberated. Some 
have claimed that the 


victory over the traitors on 

Urdesh marked the crusade's end, but so 
vast is the region and so numerous the 
enemies that remain belligerent, it seems 
likely war will continue for many years 
to come. 


COLONEL-COMMISSAR GAUNT 


Ibram Gaunt is a storied hero of the Sabbat Worlds 
Crusade, lauded by soldiers who have fought at his 
side, but mistrusted and even hated in some Imperial 
circles of the vast war zone. One of the Commissars 
amongst Warmaster Slaydo's forces in the Sabbat 
Worlds, Gaunt was handed regimental command 

of three regiments from the forest world Tanith. Yet 
tragedy struck. The planet was destroyed, and only 
one regiment escaped - the Tanith Ist, known ever 
after as the First and Only, for no others would come 
from their world. 


The exploits of Gaunt and the Tanith Ist — referred 


to by some as Gaunt's Ghosts for their uncanny 
infiltration, scouting and stealth skills - have been 
cited variously as rumour, propaganda or the musings 
of lone historitors. They have included victory over 
the heretic magister Skara, the relief of Vervunhive 
on Verghast, the protection of the reincarnate Saint 
Sabbat and the final liberation of the forge world of 
Urdesh. Though the regiment took severe losses in 
numerous theatres and missions (sanctioned and 
otherwise), reinforcement from other regiments has 
kept their name, their camo-swathed uniform and 
their incredible skills alive. 


DEPARTMENTO SUMMARY RECORD: 761/8.1.BRG 
MILITARUM REGIMENTUM PROFILE: TANITH 
[REGIMENTAL EPITHET - ‘FIRST AND ONLY'] 
PRIMARY SEG. DEPL.: PACIFICUS / SOLAR 
MERIT ROLES: INFILTRATION, MARKSMANSHIP 


The forest world of Tanith was destroyed 
shortly after the initial founding of the 
planet's first three known regiments. The 
only survivors to escape the attack, the 
Tanith Ist, carry with them the wilderness 
skills learnt on their home world, making 
them a superb light infantry regiment, 
albeit one infamous for its ill discipline. 
The Imperial Guardsmen of the Tanith 
First and Only wear distinctive camouflage 
cloaks and are renowned for their expertise 
in both scouting and infiltration missions. 
In addition to their normal equipment, 

each Guardsman is armed with a ‘straight 
silver" war-knife, a design unique to the 
Tanith Regiment. 


Despite their limited numbers, the 
courageous if uncultured soldiers of the 


First and Only have been instrumental 

in multiple battles throughout the Sabbat 
Worlds Crusade. Led by the inspirational 
Colonel- Commissar Ibram Gaunt, and 


drawing new recruits from the worlds they 


fight to liberate and defend, the reputation 


of 'Gaunt's Ghosts’ continues to grow 
with each passing deployment. 


Whether dispatched on 

unsanctioned missions 

comprising a handful 

of their more veteran 

soldiers or stalking 

along vast war fronts 

in their thousands, the men 

and women of the Tanith Ist 

are expert shots and deadly hand-to- 
hand fighters. Many are known to sport 
spiral tattoos, and the wild appearance of 
their soldiers and officers — coupled with 
the lack of an enforced uniform — has led 
many to dismiss them as a worthless, 
undisciplined rabble. Those who 

know them better are grateful 
for their presence in any 

war Zone. 
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DEPARTMENTO SUMMARY RECORD: 128/642 .00c2 
MILITARUM REGIMENTUM PROFILE: VRESH 
[REGIMENTAL EPITHET - ‘GRENADIERS’ ] 
PRIMARY SEG. DEPL.: OBSCURUS / ULTIMA 
MERIT ROLES: SUBTERR. / URBAN SUPERIORITY 


The Grenadier regiments hail from the war-torn tech-slums of 
Vresh. A strong and violent gang culture pervades this shifting 
worldscape of rust and metal, and its warriors quickly learn to be 
cunning in combat and to follow the orders of their leaders. The flak 
armour they wear is typically fashioned from metal scrap plates, 
which are beaten into shape to wear during the running slum battles. 
Once drafted into the Astra Militarum, this same armour is given 
regimental markings, though many of the lurid gang emblems of their 
former lives are retained on helmets and breastplates. 


Like some other regiments raised from the disreputable bowels 

of society — such as those from Necromunda, Jhal Sak 

III, and certain elements of Armageddon’s soldiery — the 

Vresh Grenadiers evince a sectarian hierarchy. This makes 
reinforcement and integration difficult, with rival elements liable 
to turn on each other. Before every muster on Vresh, vicious wars 
break out between rival tech-slum warlords. Painted as ritual tradition 
by the governor, in truth this violence ensures that only one gang 
culture is singled out for each tithe, so that rivalry between slums is 
not carried into the newly raised regiments. 


INFANTRY REGIMENTS 


The beating heart of Astra Militarum armies, infantry regiments are raised by almost every world subject to the Imperial tithe. 
Differing markedly from one Regimentum to the next in uniform, training, quality and equipment, infantry regiment soldiers 
are instilled with the knowledge that though individuals may fall, there are ten more at their back to avenge them. 


It is in the taking and holding of ground 
that Astra Militarum infantry regiments 
excel. Their primary strength is their 
huge and expendable mass of soldiers. 
Opponents attempting to clear out 
Imperial Guard positions must first 
survive a blazing hail of las-fire backed 
up by more powerful weapons such as 
heavy bolters and mortars - a fusillade 
that can stem the tide of all but the 

most determined attacks. Attached to 
primarily armoured assaults, meanwhile, 
infantry companies are vital to protect 
tanks from enemy saboteurs and to 

flush out snipers from the protection of 
cover. During artillery bombardments 
supporting infantry engagements, 
platoons of soldiers guard the vulnerable 
logistics trains feeding the artillery 
batteries and man the Aegis Defence 
Lines that surround gun emplacements, 
forming haloes of iron, plascrete, lasguns 
and bayonets. 


Some infantry regiments are categorised 
by more specialist roles, complemented 
by additional training, equipment or | 
the intrinsic skills of their home world. 
Heavy infantry regiments typically deploy | 
in supportive blocks with overlapping | 
fields of fire and are especially well- 
armed. Their Infantry Squads are more 
likely to be granted exotic armaments | 
such as a flamer or plasma gun, and a 
powerful support weapon such as the 
versatile missile launcher or rapid-firing 
autocannon, each crewed by two squad 
members. These regiments often include 
entire companies composed purely 

of Heavy Weapons Squads, ensuring 

the regiment's infantry are always 
supported by tremendous firepower even 
in terrain that is impassable to tanks. 
Heavy infantry regiments may also be 
assigned auxiliary squads of abhuman 


Ogryns as monstrously effective shock 
troops. While lacking great intelligence, 
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these massively muscled humanoids are 
patiently trained to understand orders. 
Once their strength and resilience is 
corralled and directed, they are nigh 

on unstoppable. 


Formations described as light infantry 
or skirmishing regiments are usually 
deployed across large war fronts and 
dense terrain. Many light infantry 
regiments specialise in stealth and scout 
tactics, reconnaissance missions and 
unorthodox warfare, using the landscape 
to its best advantage. They may be from 
heavily forested worlds, former rangers 
of mountainous peaks or recruited 

from gang cultures in the maze-like 
underworlds of hive cities. Most light 
infantry regiments incorporate few 
transport vehicles or tank companies; 
armoured support is often limited to 
Heavy Weapons Squads or the bipedal 
walking engines known as Sentinels. Able 


to bear a variety of heavy weapons, these 
nimble single-pilot walkers can provide 
supporting fire for lighter regiments 

or serve in reconnaissance roles for 


heavier forces. 


Upon their raising, each regiment is 
equipped in the manner of their home 
world, every Guardsman issued with the 
same style of uniform and weapons as 
those of their fellow soldiers. Troopers 
may go to war in full battledress or little 
more than primitive armour and tribal 
tattoos. While ostensibly issued with 
flak armour, the term is loosely applied 
to a variety of protection. Imperial 
Guardsmen in advanced multi-weave 
fatigues beneath rigid breastplates have 
marched alongside others in hauberks of 
synthetic polymer chain mail, swathed 
in blast-resistant robes or clothed in 
hard-wearing greatcoats of heavy, resin- 
soaked fabric. 


THE HUMBLE LASGUN 


The only near-universal piece of 
equipment throughout the entirety of 
the Astra Militarum is the lasgun. This 
weapon is cheap and easy to manufacture 
and extremely reliable. It is therefore 
ideally suited to arm the massed armies 


of the Imperial Guard. Many infantry 
regiments are recruited from worlds with 
far lower technological bases than exist 
upon the Imperiums so-called civilised 
worlds. Others hail from systems where 
the spoken forms of Imperial Gothic 
diverge so far from that used by Imperial 
quartermasters that any complex 
instruction in the use of their new 
firearms would be all but unintelligible. 
The lasguns ease of operation and simple 
maintenance rituals mean it can be thrust 
into the hands of factorum labourers, 
near-feral barbarians and spire-born 
socialites alike, without fear its use is 
beyond any of them. 


All lasguns operate on the same basic 
principles by emitting a beam of 

focused light. The beam energy causes 
the target's immediate surface area to 
vaporise in a miniature explosion. Lethal 
against unarmoured opposition, the 
beams efficacy diminishes with range, 
and significant armour can shrug off 

the damage. Where the lasgun comes 
into its own is in the sheer numbers that 
infantry regiments can bring to bear. The 
most formidable foe, so maintains Astra 
Militarum doctrine, will fall to enough 
shots. Though lacking the stopping power 
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of physical ammunition, concentrated 
blizzards of las-fire can bring down 
rampaging Orks and Tyranid bio-horrors, 
and - given a timely prayer to the God- 
Emperor - an Imperial Guardsman’s 
lucky shot can even find a weak point in 
Heretic Astartes power armour. 


Their ubiquity means that lasguns can 
differ in appearance almost as much as 
their bearers’ uniforms. Constructed on 
the regiment's home world, on a local 
industrial world or even an Adeptus 
Mechanicus forge world, the huge variety 
in standard patterns, local sub-patterns 
and choice of materials all influence the 
end product. Some are highly advanced 
automatic rifles forged from rare 
materials and housing self-calibrating 
machine spirits. Others may resemble 
antique arquebuses with stocks crafted 
from polished ironwood, while millions 
of cheaply made, machine-stamped 
pieces are churned out daily with 
unfinished edges that can shred the firer's 
flesh. From shortened, carbine-style 
derivatives to multi-barrelled versions 
and the long-las variant favoured by 
snipers thanks to its extended reach, 
lasguns have appeared in almost every 
permutation of small arms. 
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ARMOURED REGIMENTS 


Obliterating the enemies of the Imperium with explosive shells, energy bolts or hyper-velocity munitions, armoured regiments 
are a punishingly effective and sometimes excessive response to invasion and insurrection. In spearheads of plated behemoths, 
each a steel cathedral to the Emperor’s wrath, they crush whatever stands against them beneath their armoured tracks. 


No other Imperial force can field as many 
tanks as the Astra Militarum. They are 
churned out in inconceivable numbers 
from factorums across the galaxy. Many 
are produced by industrialised worlds as 
an intrinsic component of those planets’ 
own regiments, the labourers taking 
pride in knowing that their craft will 
arm and shield soldiers from their own 
cities. Others, constructed on planets 
whose entire society is given over to 
manufacture, may form part of their 
resource tithe and go towards equipping 
regiments of other worlds. By far the 
most precious and well-crafted are those 
tanks produced on forge worlds of the 
Adeptus Mechanicus. Their creation is 
overseen by adepts of the Omnissiah: the 
cybernetic machine-zealots known as 
Tech-Priests. These tanks are known for 
the belligerence of their machine spirits, 
the reliability of their power cores and the 
dread strength of their heavy weapons. 


While many armoured regiments field 
a homogenous mass of the same type or 
pattern of tank, others instead comprise 
a variety of armoured behemoths. The 
exact composition of a regiment may 
be a strategic diktat passed down from 
the Departmento Munitorum, a time- 
honoured tradition by the tithed world, 
or the result of limited resources. Tanks 
play a key role in Imperial strategy, 

and the greatest Imperial offensives see 
armoured formations miles in breadth 
sweep all before them in a rumbling tide. 


BATTLE TANKS 


The backbone of armoured regiments, 
battle tanks are commonly organised 
into companies of ten vehicles, each 
comprising a Tank Commander 

- or any equivalent title from the 
Imperium’s varied and colourful military 
nomenclature - and three platoons 

of three tanks. The battle tanks of 

the Imperial Guard are constructed 
according to ancient Standard Template 
Constructs. These holy designs dictate 


every aspect of the tanks' form and 
function, and date back to far earlier 
ages when Mankind’s technology was 
at its peak - in some cases even before 
the coming of the Emperor. In archaic 
dataslates with fading power cells, many 
of the same war engines that fought 
alongside Humanity in the deep past 
can be recognised as virtually identical 
to those that fight the Emperor's 
enemies today. 


The Leman Russ Battle Tank is one such 


relic of the Imperiums martial history. 
These war machines are the mainstay 
of the Astra Militarum's armoured 
forces, lumbering slabs of armour 

and intolerance whose inexorable 
advance crushes foes to bloody ruin. 
Fitted with a signature battle cannon, 
even a single Leman Russ is capable 

of facing down almost any battlefield 
target. Alternatively, sub-patterns of the 
tank's versatile chassis replace its turret 
armament with specialised or rarer 
weapons. Exterminator autocannons, 
for example, perforate light armour and 
heavy infantry that dare break cover, 
while eradicator nova cannons unleash 
irradiated shock waves that pound dug-in 
enemies to ash. 
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Where the various patterns of Leman 
Russ tank fulfil a range of aggressive 

roles ranging from spearheading all- 

out offensives to countering enemy 
breakthroughs, the Rogal Dorn battle 
tank excels at strongpoint defence and 
anchoring battle lines. These mobile 
firepoints carry either a single enormous 
oppressor cannon or à twin battle cannon 
in their turret, along with heavy weapons 


- in hull and sponson positions that on 


some other tanks would be classed 

as primary armaments. Rogal Dorns 
are amongst the largest battle tanks in 
Imperial service, capable of enduring 
withering hails of heavy fire and still 
answering with devastating salvoes of 
their own. 


SUPER-HEAV Y TANKS 


Beyond even the size of the Rogal Dorn, 
the Astra Militarum’s super-heavy tanks 
are gargantuan fighting vehicles, each 
bristling with the firepower of an entire 
company of Imperial Guardsmen. The 
technological capacity to construct these 
massive tanks is increasingly rare, and 
entire regiments of them are uncommon. 
More usual is for an armoured 

regiment to field individual super- 
heavy companies, squadrons or lone 
vehicles that are often attached to other 
forces. Powered by enormous multi- 

fuel engines and driven by ferociously 
bellicose machine spirits, these giant 
war machines are remnants of the Dark 
Age of Technology that continue to 
exemplify the implacability of Mankind. 
The Baneblade is the most common 
variant. Its primary weapon is capable of 
delivering apocalyptic bombardments at 
a terrifying range. Other patterns grant 
super-heavy tanks dominance in specific 
roles, from the tremor shells of the 
Banehammer whose rippling explosions 
can cripple highly mobile foes to the 
Shadowsword's volcano cannon, the 
ultimate Titan-killer against which only 
the most powerful energy fields stand 
any chance. 


KNIGHT COMMANDER PASK 


The grizzled visage of Cadia's most renowned tank ace 
is said to have graced propaganda on worlds across 
the Cadian Gate. Several of these planets have fallen, 
lost like Cadia itself, and Knight Commander Pask's 
cold resolve is to bring ruin to their destroyers. It is 
an oath the hardened Tank Commander knows cannot 
be fulfilled by himself — nor indeed by surviving 
Cadians - alone. Pask and the Cadian 423rd Armoured 
Regiment were not there at the fortress world's end. 
His stunning roll of honour as a dynamic armoured 
commander has continued to grow, however, and his 
fame has spread to other worlds, his recent glories as 


prominent as those of his initial rise to greatness. Pask's 


and monstrosities, laying waste to ravening swarms and 
even felling heretic Titans. 


Declining command of one of the 423rd's Baneblades, 
Pask has continued to lead from the cupola of a 
succession of Leman Russ tanks, each ritually renamed 
Hand of Steel after his original tank. His fame enables him 
to requisition elite tank crews to serve in his formations, 
even those that impress him from other regiments. 
Such summons are keenly vied for amongst armoured 
regiment crews, as to fight alongside Pask is a singular 
honour. Regardless of their skill, those recruited through 
Pask's so-called Steel Tithe are drilled as hard as any 


brilliance has seen him lead numerous tank companies 
to crushing victories, eviscerating xenos war engines 


new recruits, until they are as tempered as all true 
Cadians, whatever their origin. 


SCIONS OF THE STORM 


The Tempestus Scions constitute the most elite shock assault corps of the Astra Militarum. Rather than forming a Regimentum 
from a single world, these rigidly disciplined, pious and professional killers comprise a semi-autonomous arm of the Imperial 
Guard - one moulded by a remorseless recruitment process that forges them into an efficient and deadly whole. 


Tempestus Scions’ training is designed 
to break, homogenise and rebuild the 
orphaned sons and daughters of the 
Imperial elite, It transforms them from 
frightened civilians into loyal warriors 
ready to fight and die in the name of the 
Emperor. So conditioned, Tempestus 
Scions regularly undertake the most 
arduous and high-profile missions; they 
strike into the most inhospitable war 
zones, infiltrate behind enemy lines 

on recon or assassination forays, and 
traverse deadly terrain aboard rugged 
Taurox Primes to rescue lone agents 
and officials — or at least to prise vital 
intelligence from their dead hands. 


The genesis of these elite soldiers lies, 
like many other superior Imperial 
servants, in the training halls, fortified 
scholams and drill abbeys of the Schola 
Progenium. ‘This vast organisation takes 
in the young of those Imperial servants 
- typically of noble birth - who have 
given their lives for the Emperor. The 
orphans are fed, clothed and educated, 
but there is no altruism or charity at 
work in this labyrinthine institution. At 
the mercy of inflexible instructors, they 
are indoctrinated with an unswerving 
adoration for the God-Emperor and 
undergo brutal regimens of mental, 
physical and spiritual conditioning, 


preparing them for lives of worth to 

the Imperium. Some may be destined 

to join the priesthood of the Adeptus 
Ministorum, or their holy warriors the 
Adepta Sororitas; some may be sponsored 
for high office within the Administratum, 
or disappear alongside Inquisitors or 

into the black holds of unnamed and 
warded warships. Of those who survive 
the scourges of the Schola Progeniums 
ferocious drill abbots, many of the most 
physically superior and iron-willed cadets 
- known formally as progena once they 
have graduated - are inducted into the 
regiments of the Militarum Tempestus. 


Loyal to the Emperor above all else, 
Tempestus Scions provide Astra 
Militarum high command with a core 

of flexible and adaptable warriors, 
supremely confident in their superiority 
to orthodox troops. Tempestus Scions are 
used to enact missions that the regular 
Imperial Guard cannot accomplish, and 
are therefore outfitted with some of the 
best weaponry and wargear available 

to the Astra Militarum. Each soldier 

is protected by rigid armaplas and 
reinforced ceramite plates and, though 
some regiments are known to deploy 

in parade berets strengthened with 

a dense flak weave, this full carapace 
armour typically incorporates all- 
enclosing omnishield helms fitted with 
respmask arrays. Tempestus Scions wield 
a sophisticated range of high-powered 
weapons that perfectly complement their 
shock assault role. The standard-issue 
weapon is the hot-shot lasgun, fitted 
with a potent external power cell that 
allows them to penetrate thicker armour 
than the mass-produced lasguns used 

by rank-and-file Imperial Guardsmen. 
When deployed against armoured enemy 
infantry, Tempestus Scions are often 
equipped with hot-shot volley guns. With 
a more powerful blast and a copious 

rate of fire, these weapons are perfect for 
bringing down traitor Space Marines and 
large xenos beasts. 


The potential of Tempestus Scions is 
channelled through unwavering duty 
and obedience; regardless of how 
inhuman their orders may seem, they 
are trained to carry out commands 

with a merciless pragmatism. In many 
engagements, squads of Tempestus 
Scions are attached as near-autonomous 
assets to other forces. When larger 
numbers are required, however, the 
Militarum Tempestus own command 
structure takes to the field to marshal 
their specialised soldiers. Tempestor 
Primes are officers who have worked 
their way up through the ranks of the 
elite regiments they now lead. Supported 
by a command squad of veterans and 
specialists, and having committed to 
memory thousands of military doctrines, 


these hard-bitten officers are able to guide | 


their squads on the ground, processing 
split-second decisions that can mean 
the difference between mission success 
and failure. 


AIRBORNE ASSAULT 


Squads of Tempestus Scions train 
unstintingly in numerous deployment 
modes, but perhaps their most celebrated 
and effective method of arrival is 
airborne assault using powerful gunships 
such as the Valkyrie. These atmospheric 


COMMISSARS 


The Commissars of the Officio Prefectus are fearsome, 
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transports and their flight crews are not 
technically part of the Astra Militarum 
- at least not permanently — though 
some long-standing relationships have 
granted some forces dispensation to 
repaint the aircraft in regimental liveries 
or camouflage schemes. Rather, they 
are detached from entire wings of such 
gunships operated by the Aeronautica 
Imperialis. This branch of the Imperial 
Navy fulfils all atmospheric combat 
duties, including air superiority, 
saturation bombing, tactical ordnance 
and orbital transfer — missions that 

are often coordinated via an Officer of 
the Fleet. 


Valkyries are ideal for both insertions 

of soldiers into fire-swept landing zones 
and last-ditch evacuations of valued 
command assets. These aircraft are 
ruggedly engineered to designs that have 
endured for uncounted years; they have 
to be, for they must survive dedicated 
anti-air firepower on their approach, and 
heavy munitions from ground troops 
when they use their directional thrusters 
to slow suddenly, sweeping in as low and 
graceful as an anti-grav vehicle. Though 
seen by some generals and Tempestor 
Primes as purely a means of swift and 
secure transport, Valkyries are very 


heavily armed even by the standards of 
Astra Militarum personnel carriers. A 
fuselage-mounted lascannon or rapid- 
firing multi-laser gives the aircraft deadly 
stopping power against other aerial 
dangers and fortified defences at the 
landing zone. This is often supplemented 
by wing-mounted hellstrike missiles or 
multi-shot rocket pods, while additional 
crew can fire heavy bolters from 

side hatches. 


Entering landing zones that are 
surrounded by enemies is a dangerous 
tactic, but one often necessary in 
order to disembark Imperial Guard 
squads who have not trained for such 
aerial deployments. Regiments of the Re 
Militarum Tempestus, however, are 
seasoned specialists in high-altitude 
disembarkation. Hurling themselves 
from a Valkyrie’s open ramps in mid-air 


and employing grav-chutes to slow Ts 
their descent, these troops can perform D A 
silent infiltrations of mountaintop S" T 


fastnesses, daredevil drops into icy or 
desertified plains, or rapid strikes into 
dense vegetation or urban sprawl that 
defies landing. Tempestus Scions have 
even been known to perform shocking 
mid-battle insertions, in manoeuvres that 
would kill soldiers any less skilled. 


on the front lines, acting as taskmasters and blood- 


iron-fisted authoritarians who keep the wheels of the 
Astra Militarum in motion. To the masses of Humanity, 
most of whom recognise the black greatcoat, peaked 
cap and polished boots of a Commissar from hab-block 
propaganda frescoes or grainy recruitment vids, these 
inflexible men and women are Imperial authority made 
manifest. Their amorphous remit is to ensure that all do 
their duty in the Emperor's name, and the high rank and 
wide-ranging powers of these Departmento Munitorum 
agents give them leeway to enforce discipline at 

all levels. 


Often recruited from the same Schola Progenium 
proving grounds that forge the Tempestus Scions' 
unequivocal servitude, those selected by the Officio 


Prefectus must have peerless faith in the Imperium 
and nigh-fanatical levels of totalitarian idealism. While 
Tempestus Scions are scorned and loathed by many 
regular regiments for their absolutism, preferential 
treatment and perceived arrogance, Commissars are 
actively feared by the rank and file, and their gimlet 
gaze is enough to unnerve many experienced officers. 


Commissars must be visible embodiments of the 
duty they espouse. They may inspire with rousing or 
fiery oratory to rival the Ecclesiarchy's priests, and 
demonstrate their unwavering faith by fighting the foe 


stirring heroes to the troops they oversee. Many 
soldiers respect only strength, combat experience 
and the sharing of hourly risk to life, and such customs 
and cultures must be learnt by Commissars. Should 
discipline and morale falter, should orders fail to be 
obeyed in anything less than exemplary and immediate 
fashion, it is these ruthless men and women in black 
who take whatever steps necessary to restore order — 
no matter the cost, and with cast-iron knowledge that 
their actions are just. In extremis, a Commissar is more 
than prepared to execute soldiers without a moment's 
remorse. Even senior officers failing in their duty to 
enact the ordered strategy may fall to a mass-reactive 
shell from a Commissar's signature bolt pistol. 


Should an officer fall - to enemy action or to a 
Commissar themselves — Commissars ensure that 

the chain of command is re-established as soon as 
possible. If that means taking command personally, 
then so be it. Some especially high-ranking Commissars 
are given tactical command of forces even outside 

such extreme circumstances, their martial experience 
the equal of many fine regimental officers. Such 
exemplary leaders are prevalent amongst Militarum 
Tempestus forces, their unique position within the Astra 
Militarum and their shared indoctrination facilitating 
such appointments. 
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ASTRA MILITARUM 


473RD STEEL LEGION REGIMENT 
Regimental Command Estimated 113 officers and aides 
Mechanised Infantry -.17 companies 
Infantry... 6 companies 
Fire Support 


Omnissian Envoys.......21 Enginseers and attached Servitors 


ARMAGEDDON REGIMENTAL SUPPORT 
Ordnance Support, 82nd Artillery Regiment....3 companies 
Armour Support, 32nd Armoured Regiment.....2 squadrons 


companies 


Skirmish Support, 5th Ork Hunters Regiment.....1 company 


MILITARUM AUXILLA 


ASH WASTE MILITIA 
‘Grey Phantoms’ „equiv. 2 companies 


"Von Gaert's Hunters’ „equiv. 3 companies 


Hive GANG MILITIA 
"District 13 Crawle .. equiv, 3 platoons 


Beta Quad Harvest... «nene EQUIV. 1 company 
++ FRAGMEN TARY VOX-INTERCEPTS OF DUBIOUS 
SECURITY SUGGEST COLONEL BERKANT INITIATED LAST- 
MINUTE HARVESTS OF FURTHER HIVE CITY QUADRANTS, 
IN ACCORDANCE WITH THE STANDING ARTICLES OF 
ARMAGEDDON HiGH COMMAND. RECORDS OF THE 

3015T SIEGE REGIMENT SUGGEST SEVERAL PLATOONS OF 
SPECIALIST SAPPERS HAD PREVIOUSLY BEEN SECONDED 
TO THE 473RD STEEL LEGION REGIMENT, EXPLAINING 
THEIR ABSENCE FROM THE DEFENCE OF Hive URVOSK, 
REGISTERS KEPT BY INDIVIDUAL HIVE CITIES OF KNOWN 
MILITIAS OPERATING IN THE ASH WASTES ARE FLUID AND 
INACCURATE, OWING TO THE NATURE OF THE TRANSIENT 
CARTELS IN QUESTION; THOSE MENTIONED ABOVE ARE 
DRAWN FROM THE MOST RECENT OF COLONEL BERKANT'S 
SUBMITTED REPORTS. ++ 


WAR ZONE: 


ARMAGEDDON 


The hive world of Armageddon - a planet of ash wastes, volcanic uplands, frigid 
oceans and sweltering jungles - has been hammered in numerous wars. Two 
immense conflicts against Ork invaders have ground on for years, but it was from 
an emergent warp rift that more ancient and deadly enemies poured. 


Armageddons industrial output makes it 
both a linchpin of Imperial resources and 
a coveted prize for numerous aggressors. 
More than this, Armageddon supplies 
several war zones in the embattled 
Segmentum Solar - if it were to fall, Holy 
Terra itself would be more vulnerable 
than ever. In the wake of the Great Rift's 
emergence, a seething warp fissure 
opened over Armageddons northern 
polar regions. Though none of the world's 
staunch regiments could guess, this was a 
remnant of a far older wound in the veil 
that holds back the immaterium. To those 
permitted to know such terrible truths, it 
became known as the Red Angel's Gate. 
The name harked back centuries, to 
when the Daemon Primarch Angron was 
banished from Armageddon, with the 
warp rift remaining as an empyric fault 
line marking the violence of his passing. 
Once opened up by the violence of the 
Great Rift, all manner of foulness spewed 
forth from this fissure: daemons and 
mortals, mutants and heretics, all set on 
drowning the world in blood. 
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HIVE THORADDIS 

No continent was spared the terrible 
flood of hatred and death that flowed 
from the Red Angel's Gate. Hive 
cities were corrupted by tendrils of 
warp energy or assailed by hosts of 
daemonic nightmares. 


Hive Thoraddis was amongst the earliest 
to suffer a different doom, however. 
Mortal legions of crazed cultists and 
malformed mutants, delivered hale 
through the warp rift by impossible 
means the wisest Inquisitors could never 
fathom, formed a ragged vanguard that 
advanced on Thoraddis. Across the 
open wastes they came, hundreds of 
them falling to the toxic ash before they 
reached the hive city's guns. Behind 
these came corrupted Legionaries of the 
Heretic Astartes by the score, as well 

as battle tanks and infernal Daemon 
Engines. Yet even these monstrous 

foes were only the beginning, for the 
thunderous tread of traitor Titans was 
heard above the roar of battle. 


Thoraddis’ relatively small size and 

the infrequency of Ork attacks in its 
vicinity in recent decades had left its 
garrison woefully inadequate. Numerous 
battalions had been pulled out to 
reinforce other hive cities. In desperation, 
high-strength vox messages on 
emergency wavelengths were transmitted 
to the nearest major hive cities, but 

these were hundreds of miles away. 
Thoraddis did not have the time to await 
reinforcements from them. 


THE TOOLS AT HAND 
The officer in command at Thoraddis, 
olonel Berkant, was a veteran 6 
Ork wars. He vowed to the soldiers of 
the 473rd that, no matter where these 
heretics had come from, Thoraddis’ 
defenders would unleash every ounce of 
strength upon them. Berkant kept the 
majority of his transports hidden around 
Thoraddis’ southern gates and prepared 
a defence of heavy ordnance to greet the 
traitors. The city’s arms factories were 
commandeered, and their produce - 
intended for shipment off-world — was 
distributed to the defenders. All knew 
this meant there was little hope. 


As the heretic army swept into range, the 
artillery pounded them, gouging bloody 
craters in the ash wastes. The survivors 
seemed heedless of their losses. Their 
main advance was a huge front, but from 
Berkant's position high in Thoraddis’ 
spires, powerful magnoscopes showed it 


to be only a single, huge feint. The Heretic 
Astartes swept around to the eastern 
flank, their columns racing to overtake 
their mortal minions. To the west, 
meanwhile, the god-engines that were 

the traitor Titans pounded forward, some 
already launching long-range ordnance at 
Thoraddis’ armoured outer walls. 


Colonel Berkant kept up the artillery 
bombardment until the remnants 

of the cultists had reached the outer 
defences, whereupon many hundreds of 
lasguns opened fire from the armoured 
battlements. The old officer knew the 
outer walls would eve Old TO ong, 


and ordered the first of his prepared f 
redeployments after the sixth volley. 


Though they were built to withstand 
the turbulent storms of the ash wastes, 
Thoraddis’ outer walls fell as swiftly as 
Berkant predicted. Barrages of melta fire 
and plasma bolts turned the northern 
gates to slag. Having advanced swiftly 
from the east, the Heretic Astartes 
smashed through the gates’ remnants. 
Two hundred Imperial Guardsmen 

- Berkant5 forlorn hope — formed 
makeshift lines and rained fire at the 
invaders. Vid scans suggested a handful 
of heretics fell, but the chainaxes of the 
rest made short work of the company. 


With the outer area suddenly clear, the 
Heretic Astartes pushed on through the 
hive city, but Berkant's artillery officers 


zeroed in their heavy weapons. They 
opened fire upon the surging Heretic 
Astartes, heedless of the damage done to 
the shanty districts that lay on the outer 
edges of the hive's territory. 


The fighting continued as minutes 
stretched into hours, hours into days. 
The heretics' inevitable victory was 
repeatedly slowed by sacrificial portions 
of Berkant's dwindling forces. Each time, 
he pulled his heaviest weapons to new, 
higher positions to fire again. The traitor 
Titans barged through the lower regions 
of the city, crushing the remains of the 

orthern gates. On the third day; Berk 
unleashed his transport reserves. It was 
a last roll of the dice, for he had hoped 
they would support a counter-attack from 
another hive city. The Chimeras drove 
through the ruined northern gateway; 
their firepower was no use against the 
Titans, but they cut down several of the 
Heretic Astartes, and the sudden threat 
further slowed the traitors’ advance. 
After another half day, when Berkant was 
sure he had extracted every pound of 
flesh he could from the traitors, he had 
his Enginseers trigger the hive's energy 
core to collapse, bringing the entire 
edifice down upon the heretics’ heads. 
At least one Titan was crushed, along 
with numerous Heretic Astartes, even as 
reinforcements finally raced in to avenge 
Thoraddis and its selfless regiment. The 
remaining traitors would soon be made 
to pay in blood. 
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DE GLORIA YARRICK 
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>> Gravitas maximus, Ministorum sub-amenda. 


Know you, all, that the Bell of Lost Souls 
has rung this chronosegment, for the loss of 


a great hero of the Astra Militarum is a loss 
to Humanity. 


+++ 


Know you, all, that the Hero of Hades Hive, 
the Most Glorious and Righteous Commissar 
Yarrick, S., was the saviour of Armageddon 
during the First War. Traitors’ words did he 
heed not; unmasked was the planet’s heretic 
governor. When a xenos beast the size of 
Hades itself dared take the Commissar’s arm, 
did the noble duellist cleave the creature’s 
head in twain and take a war prize of his 
own. And were the xenos driven to flee. 
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Know you, all, that at in the face of the 
Orks' return during the Second War, did 
Commissar Yarrick sally forth once more to 
Armageddon. There did he bestride the ash 
like a giant. No xenos ploy escaped his gaze, 
no soldier-true forgot his duty. And did the 
Beast flee once more. 
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Know you, all, that when war once more 
rattled its sabre, when base creatures blew 
the brazen horn of conflict, did Commissar 
Yarrick, unfettered by fear, march again in 
the Emperor's service. 


+++ 


Know you; all, that the God-Emperor, in His 
infinite and manifest wisdom, has decreed that 
at last may His loyal servant lay down his 
physical weapons, for such mundane duties are 


beyond him. Now is the servant's task created 
anew, the fire of his soul flaring like the 
heart of Sol. Now does the God-Emperor charge 
him, at His side, to enter the greater war - 
for such is he now made ready. 
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Operational report Mun/Pre-II4 882// 
Possession, trade and solicitation of 
memento mori [osseus or otherwise] is hereby 
forbidden amongst all ranks. Ministorum 
exemptions apply. 90923xx. 


~ 
- 


sliding hard and fast down the roughly formed inner face 

of the fort wall. A handful of solid shots from the far 
side barely missed her, one glancing her helmet before 
she slumped behind the protection of the adamantine 
barrier. Renner splashed awkwardly into a two-inch deep 
pool of freezing filth that had filled her squad's section of 
defence line for the last six days. 


Piste Renner ducked and turned in one instinctive movement, 


Amidst the clamour of battle and the ringing in her skull 
from the near-headshot — along with the rough landing 
and the chill seeping into her aching limbs - Renner 
attempted to reload. She got the spent las-cell out 

of her weapon, not feeling the hot metal with fingers 
desensitised by cold and repetitive firing. She couldn't 
get the replacement celi in. Panic began. Her vision 
blurred, matching the iron-grey skies - her numb hands 
weren't working properly. 


What are you trying to do? Focus, you idiot! 
she inwardly cursed. A vicious kick 

to the sole of her boot shot a jolt of 
tingling pain up through her body. 
Her mind cleared and she saw Fusilier 
Yoln on the other side of the defence 
dug-out, his weasel features twisted 

in a grin. 


"Thought you'd switched off! Serg'll 
'ave you if he catches you!' Yoln had to 
shout to be heard. 


From the intersection Renner shared 
with Yoln, rigid rows of plascrete 
wall sections curved away, to where 
other squads held positions. In front 
of Renner was a communication and 
control trench connecting to the 
second line. Near its end, she could 
just make out the limp form of a sodden standard: II 
Platoon's banner. It was the closest she'd ever got to it. 
Something shone briefly in its centre, lit by a cloud gap or 
more likely by an explosion. 


Suddenly a huge detonation shook the whole line. The 
pooling filth she sat in danced in the vibration. Renner 
snapped her head around to the eastern line. She saw 
only a vast dirty cloud rising fifty yards away. Kasare, 
Ernoldt, Hann. They'd been posted just down there. The 
section no longer existed. A shout from the western line 
broke through a momentary lull. Sergeant Jerryn was 
running, Fusilier Veeran grasped in his arms. The hulking 
Sergeant was yards away when the western line behind 


him vanished in a blinding fireball. He was thrown forward, 


twisting as he and Veeran fell into the murk. 


Renner and Yoln, pitched back by the blast, struggled 

to their feet, bent double beneath the defence line's 
protection as they moved towards Jerryn and Veeran. The 
gruff Sergeant got up before they reached him, dragging 
Veeran with one hand into the intersection. 


‘Throne damn those traitors!’ he swore. He eyed the gap 
in the eastern line, before assessing Renner and Yoln and 
giving Veeran a savage poke that elicited a groan. 


'Sarg, what now?' asked Renner. 


'Now, soldier? Now those heretics have penetrated our 
outer line. Now they'll come swarming over here looking 
to make friends with the business end of a shiv. Now, we've 
got a real fight!’ The veteran Sergeant's eyes lit up, Renner 
thought, at the prospect. 


'Sarg, we ain't gonna make it are we? There's three of us, 
Veeran can't shoot, we're not gonna make any difference 
are we?' Renner asked, keeping her voice level. She 
wasn't afraid to die, but she didn't want to die for nothing. 


Sergeant Jerryn narrowed his eyes. She thought he would 
explode with rage, but he didn't. He glanced down the 
surviving command trench to where the standard hung. 


‘See II's standard, Fusilier? See that gold face in the 
middle? Know who that is, so favoured as to be on our 
standard? Cause you should.' Renner 
shook her head. 


"That, Fusilier, is Saint Ollanius, Ol’ 
Pius himself. He ain't just on our rags; 
if you live you'll see him on hundreds 
of others. He's the Guard's saint, see, 
our saint. There's hundreds of stories 
about what he did. Some old soldiers 
say he served wine to the Primarchs. 
Corporal from Jeng'az I knew swore he 
killed the last Grend'a, and that's how 
come no one's heard of them. Me, I 
only know what my old Sergeant told 
me - Throne she was tough.' 


Renner heard the absolute truth in 
Jerryn's voice, and pictured a woman 
with even more scar tissue than him. 


'My old Sergeant, Fusilier, told me Ollanius stood between 
a hulking witch-giant — something so vile, few could look 
at it - and the God-Emperor. Gave his life in the Imperial 
Palace, helped the Emperor in that moment of moments. 
Killed by the Arch-traitor, but in the fraction of time it took 
Horus to kill him, the Emperor smote Horus proper.' 


"What I know, Fusilier,' Jerryn continued, looking back to 
the distant standard, ‘is that Pius was one of us. A grunt.’ 
The Sergeant gestured towards Yoln with a smirk. ‘I dare 
say he was as ‘orrible as you, Yoln. Not that he's ordinary 
now, of course, not since the Emperor raised him up in 
thanks. ‘Cause he stood, and died.’ 


Renner had never heard anyone speak of Ollanius. She'd 
never heard Sergeant Jerryn talk like this before. The 
Sergeant's voice rose in volume. His last hurrah. ‘Now, 
Fusiliers, it's we who stand between these grox-turd 
traitors and our officers. Are we going to hide? Run? Or are 
we going to stand, and die, and give them death before 
we do?!’ 


Renner jammed home a fresh power cell. So did Yoln, 
his ever-present smirk gone for once. As one, they stood 
alongside their Sergeant and unleashed the Emperor's 
wrath upon the traitors. 


COLOURS OF 
CONQUEST 


Of the countless Astra Militarum armies fighting the 
Emperor's wars at any given moment, no two appear the same. 
Disrupted supply lines, environmental conditions, the aesthetic 
taste of commanding officers - all these factors and more mean 
that even companies raised at the same time from the same 
regiment can differ significantly in their uniforms and wargear. 


Some regiments impose strict parameters on the appearance 

of their soldiers, fitting them with garish and ostentatious 
uniforms. Others issue camouflaged combat fatigues, but even 
these may be subject to regimental tradition in their patterning. 
Elsewhere, complications in logistics may leave soldiers woefully 
ill-equipped, perhaps fighting across ice sheets in tropical 
disruption garb. Some infantry regiments distinguish companies 
or platoons with uniform colours significant to their culture. The 
commanders of others turn a blind eye to individualistic fetishes, 
trophies or scarification. Those heavily influenced by Cadian 
doctrine employ bold roundels, the colour of one half indicating 
company and that of the other the platoon, with an alphanumeric 
sigil overlaid to indicate the unit's identity. 


Armoured and artillery regiments can vary just as much. 
Coloured bands or heraldic icons are often used to mark out 
companies, batteries and squadrons, while camo patterns can 
range from precisely uniform to highly individualised. 


Advancing Shock Troopers, part of a mile-wide front pushing into the T'au's last holdout on Catalafia Vib, take cover in a centuries-old crater. The 
expansionist xenos are merely the most recent of Mankind's enemies the indomitable Astra Militarum have thrown back from the frontier world. 


The stentorian roar of Colonel Fornix blares through the vox network as he orders the eradication of a techno-sorcerous cult. Smog from Geonitric 
Sub-station Kephalan mixes with exhaust, propellant and smoke from las-seared flesh as the Hammer of the Emperor falls hard on the traitors. 


Shock Trooper Sergeant with Shock Trooper with 
laspistol and chainsword lasgun and vox-caster 
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Shock Trooper Shock Trooper Shock Trooper Sergeant with Shock Trooper 

with meltagun with flamer bolt pistol and chainsword with lasgun 


Heavy firepower greets the latest Ork assault on the twelfth of Mithrenda's ‘ironline’ defences. Miles more fortifications, choke points and 
bastions stand between the xenos and the planet's factorum hubs, and the soldiers of the twelfth line are the latest to bleed the Orks white. 
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Missile launcher n 


Heavy Weapons Team with mortar Lascannon 


Batteries drawn from varied companies of a Cadian artillery regiment complete their deployment to the rocky foothills of Mons Deimar. 
Capacitors primed and shells loaded under the watchful glare of their officers, the artillerists await the signal to fire their thunderous payloads. 


Legos de d. 


Cadian infantry and Sentinel walkers rush forward to defend a convoy of battle tanks from assault by dread warriors of the Black Legion, 
while the lead tank's officer grimly orders his crew to seal hatches and engage point-blank targeting protocols to break through. 
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7. Rogal Dorn Battle Tank with twin battle cannon, 


The build-up of defences on De Vayne's Castrum in the Imperium Nihilus draws the acquisitive attention of xenos invaders. The commanding 
Castellan, unable to call for aid, unleashes a combined arms force of overwhelming firepower, knowing that if they fall here none will ever know. 


3n Veteran Guardsman 


with meltagun 
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Commissar with bolt 
' x pistol and power sword 
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a Cadian Veteran Guardsman Cadian Veteran Guardsman 
~t 4-4 with regimental standard with medi-pack 


Colonel Dansk loudly reinforces his orders to the soldiers defending Hive Oogrik’s frontier bastion. The carefully marshalled munitions of the long 
siege have been issued — whatever breaks through the Huston Gate, he shouts, will be sent screaming into the damnation it deserves. 


The seemingly abandoned factorum complex of Sektanor Hypus is suddenly alive with Imperial firepower. Kasrkin, Leman Russ Battle Tanks and 
abhuman Ratlings in urban camouflage counter-attack against a vicious raiding force of Red Corsairs renegades and their Chaos Knight allies. 


The shattered surface of Dronbast Planus trembles as a massed charge of thundering Attilan Rough Riders plunges into the heart of the T'au 
defences. Cadian reinforcements are outpaced as the men, women and horses of Attila's harsh plains trample and skewer their foes. 
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After months of grinding resistance against the Fallen Nobles of House Khymere, waves of Krieg infantry still pour from their trenches to assault 
the towering foe. Thousands have fallen to defend Threnk's wastes, but by such heroism have a few of the traitor engines already been toppled. 
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Rough Rider with frag-tipped hunting lance 


Colonel Straken leads veterans of the Catachan Il ‘Green Vipers’ Regiment in an ambush of the capricious Asuryani. Close support tanks rush 
from Vorskand's dense undergrowrth in support as the Guardsmen swing their heavy 'devil's claw' combat knives into xenos flesh. 
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The strange vapours of Caliznit Ill seem somehow to shrink from the glorious figure of Lord Solar Leontus as he bolsters the Cadians holding the 
western flank. Konstantin contemptuously stamps on a traitor wreck as the Lord Solar unsheaths Conquest to signal the attack. 
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She is a tyrant of war, 

a tactical despot and a 
dangerous officer to wager 
with. I thank the Emperor 
for the Lord Castellan — 
every day I draw breath. 


~~ Col. Allander, Cadian CCXI 


Arcadian Leontus, Lord Commander Solar 


Ursula Creed orders her elite Kasrkin into an aggressive advance, bludgeoning the incursion of Hive Fleet Leviathan's vanguard organisms with 


bursts of promethium and hot-shot las-fire. Under the gaze of a Commissar, other soldiers outflank the xenos to seal their doom. 


Tempestor Prime 
with bolt pistol 


Tempestus Scion 
with medi-pack 


Militarum Tempestus Regiments 
Despite drawing from diverse 
origins, Scion regiments maintain 
proud martial histories that bind 
their soldiers to an elite tradition, 
shown by tactical insignia often 
worn on shoulder or knee plates. 


Tempestus Scion 
with regimental standard 


55th Kappic Eagles 
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54th Psian Jakals 
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68th Deltic Lions 


Tempestus Scion 
with grenade launcher 


133rd Lambdan Lions B8th Alphic Lions 


34th Betic Centaurs 55th Alphic Hydras 
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62nd Rhoin Cobras 34th Psian Vipers 


Tempestus Scion 
with master vox 


Racing from a drop zone hidden from enemy augurs by the glare of a burning factorum, Tempestus Scions of the 55th Kappic Eagles regiment 
unleash their furious firepower against marauding Chaos Knights, while abhuman auxilliaries barrel out of a Valkurie's hold into the traitors. 
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THE RULES 


Welcome to the rules section of Codex: Astra Militarum. On the following 
pages you will find all the rules content you need to bring every aspect of the 
Imperial Guard to life on your tabletop battlefields. Maybe you're inspired to 
dive straight into some open play games; maybe you want to forge your own 
tales of galactic exploration and acquisition with narrative play; perhaps you 
cant wait to pit yourself against your opponents in nail-biting matched play 
contests; whichever appeals to you - even if it's a bit of all three — this section of 
your Codex provides a modular toolbox that allows you to get the most out of 
your collection. 


Of course, there's no need to take it all in at once! Some of the content on the 
following pages, things like your army's datasheets and the rules for its weapons, 
will be useful no matter what kind of game you're playing. Others - such as 
your army's Stratagems, Warlord Traits and Relics - will become relevant once 
you start playing games with Battle-forged armies. Then there's content such as 
the Psykana discipline, which you will unlock by including particular models 

in your tabletop army. In each case, you can include these new elements at your 
own pace; whether you're a brand new hobbyist playing your first few games or 
a veteran general ready to cause carnage, there's plenty here to provide countless 
hours of fresh and exciting gameplay. 


On top of this, the Astra Militarum are the only faction in Warhammer 40,000 
with access to the Regimental, Prefectus and Mechanised Orders, which allow 
you to adapt and overcome your foes by reacting to the battlefield situation and 
giving the right commands at the right time. You will find everything you need 
on the following pages to include these rules in your games of Warhammer 
40,000, not to mention bespoke content for your Astra Militarum Crusade force, 
including a system allowing you to take your army on a Tour of Duty! 


"Trust me, son, your issued kit is all you need, 
your lifesaver, given to you by the almighty 
hand of the Emperor himself. All this extra 
gear? Taking this blanket to the Medicae 
Corps; polishing this chainsword for the 
Major; honed this shiv myself from shrapnel; 
picked the other bits up here and there. This, 
though, Ol’ Reliable - Kantrael Mk IX lasgun, 
isn't she stunning? — is all I have to see me 
through. That and this chrono-stamped sim- 
text of the Lord Castellan's Marshal Edict, 
strapped to my arm so she steadies my aim.' 


- Vanquisher Kestermann, Faeburn 934th 
Infantry, addressing raw recruit of the 6,012th 
Astra Militarum Army during void-muster aboard 
the battle cruiser St Georg's Intolerance 


BATTLE-FORGED RULES 


DETACHMENT ABILITIES (PG 59-61) 

Units in Astra Militarum Detachments gain additional abilities 
to better reflect how the armies of Mankind wage war on the 
battlefield. You can find out more about Detachment abilities in 
the Warhammer 40,000 Core Book. 


STRATAGEMS (PG 62-65) 

Astra Militarum armies have access to unique battlefield tactics 

that they can utilise to best their foes; these are represented by 

the Stratagems in this section, which you can spend Command 
r points to use. You can find out more about Stratagems and 

Command points in the Warhammer 40,000 Core Book. 


TANK ACES (PG 66) 
s Tank models in your Astra Militarum army can be upgraded to 
3 gain new abilities using Tank Ace skills, making these already 
powerful war machines true terrors of the battlefield. 


i ARMY RULES 


! PSYKANA DISCIPLINE (PG 67) 


If your army includes any Psykers, they can be given additional 
psychic powers from the Psykana discipline. These represent 
the arcane knowledge and particular talents of each individual 
Psyker. You can find out more about psychic powers in the 
Warhammer 40,000 Core Book. 


y 

4 WARLORD TRAITS (PG 68-69) 

4 The Warlord of an Astra Militarum army can have one of the 
traits presented in this section. These help to personalise the 
leader of your force and better reflect their combat preferences 
and command style on the battlefield. 

i RELICS (PG 70-73) 

Some Astra Militarum models can take powerful weaponry and 
> ancient artefacts called Relics into battle. These potent items and 
the rules they bestow are described in this section. 
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DATASHEETS 


DATASHEETS (PG 75-125) 


This section contains the datasheets for Astra Militarum units VE 
and is essential to all players, regardless of play style. Each 
datasheet describes the profiles of its models, the wargear they 
can be equipped with and the abilities they have. You can find out " 
more about datasheets in the Warhammer 40,000 Core Book. 1 


CRUSADE RULES 


CRUSADE (PG 127-140) 

Astra Militarum armies have access to a host of additional rules 
that enhance your Crusade experience and further personalise 
your Crusade force. These include bespoke Agendas, 
Requisitions, Battle Traits and Crusade Relics that reflect the 
rich background of the Astra Militarum. Amongst the rules 
presented in this section are those that allow you to take your 
Crusade force on a campaign tour, earning medals and rewards 
as you fight the enemies of the Imperium. 


WARGEAR 


WEAPON PROFILES (PG 144-147) 


This section provides profiles for all of the weapons that Astra 
Militarum units can be equipped with, as well as definitions that 
apply to certain types of weapon. $: 


POINTS 


A 


POINTS VALUES (PG 148-150) 

If you are playing a matched play game, or a game that 
otherwise uses points values, you can use the alphabetised lists 
in this section to determine the points value of each unit from 
your army. i 


RULES REFERENCE 


- 


GLOSSARY (PG 151) 

In this section, you will find a glossary of rules terms used in 

this Codex, designed to aid in resolving any complex rules i 
interactions that may arise. 


REFERENCE (PG 152) ; | 


Here you will find a handy bullet-pointed rules reference that 
summarises some common Astra Militarum rules. 


Combat Patrol is the smallest-sized game, 
and the Astra Militarum force below 

is a great way to start — regardless of 
whether you want to play an open play 
game, forge a narrative with a Crusade 
army, or compete in a matched play 
mission. Created from the contents of the 
Combat Patrol: Astra Militarum boxed 
set, this force can be used in a Battle- 
forged army, and in itself comprises a 
Patrol Detachment, as described in the 
Warhammer 40,000 Core Book. 


The Cadian Shock Troops are a staple 
Astra Militarum unit that, as part of a 
Battle-forged army, gain the Objective 
Secured ability (see the Warhammer 
40,000 Core Book), making them ideally 
suited to holding key battlefield locations. 
Their Shock Troops ability allows them 

to get those crucial extra few hits with 
their lasguns and, thanks to their PLATOON 
keyword and the Regimental Tactics 
ability, multiple units of Shock Troops can 


COMBAT PATROL 


be used in conjunction to form a fighting 
force much more powerful than the sum 
of its parts. 


The Field Ordnance Battery, meanwhile, 
provides the real heavy-hitting weapons 
of the force, with long-range guns that can 
reach across the battlefield and punish 
the foe well before they can bring their 
own shorter-ranged weapons to bear. The 
bombast field gun can target enemy units 
that are not visible to the bearer, making 
it a dangerous menace to anything that 
enters its threat range. With the Blast 

rule and a Damage characteristic of 2, 
this fearsome weapon is particularly 
threatening to enemy heavy infantry, 

able to punch through the hardest 
physiology and armour. Conversely, the 
malleus rocket launcher is particularly 
adept at laying waste to large groups of 
weaker enemies, able to drop a significant 
number of explosive munitions upon 
enemy hordes. 


The Armoured Sentinel is the mobile 
vehicle of this force. Able to mount 

some heavy firepower despite its agility, 

it can manoeuvre quickly to get its 
Militarum plasma cannon into optimum 
firing positions. You can also choose 

to supercharge this volatile weapon, 
boosting its Strength and Damage 
characteristics, with reduced risk thanks 
to the vehicle's inbuilt safety mechanisms. 
Relatively fast for an armoured walker, the 
Sentinel can take the fight to the enemy 
and secure important fire lanes early. 


The Cadian Command Squad is a key 
support element in this army, able to 
issue powerful Regimental Orders to 
both the Cadian Shock Troops and Field 
Ordnance Battery units. These Orders 
can incite their recipients to rank up and 
fire more effectively, take cover to protect 
themselves from incoming shots or lay 
down suppressing fire, forcing enemy 
warriors to keep their heads down. 


DETACHMENT ABILITIES 


An ASTRA MILITARUM Detachment is one that only includes 
models with the ASTRA MILITARUM keyword (excluding models 
with the AGENT OF THE IMPERIUM or UNALIGNED keywords). 


* ASTRA MiLITARUM Detachments gain the Chain of Command 
ability (see below). 

e REGIMENTAL units in ASTRA MILITARUM Detachments gain the 
Born Soldiers Regimental Doctrine (see right). If you wish, 
this can be replaced with a Regimental Doctrine of your own 
choosing, as described on page 60. 

* If every unit in an ASTRA MILITARUM Detachment has 
the MILITARUM TEMPESTUS, ÜFFiCIO PREFECTUS and/or 
MILITARUM AUXILLA keywords, TEMPESTUS SCIONS units in 
that Detachment have the Troops Battlefield Role, instead 
of Elites. 

* Troops units in ASTRA MILITARUM Detachments gain the 
Objective Secured ability (this ability is described in the 
Warhammer 40,000 Core Book). 


CHAIN OF COMMAND 

Ingrained in every Imperial Guardsman is the strict hierarchy 
through which officers impose discipline and enact their orders. 
Filtering down from the highest echelons to the stratified ranks of 
junior officers and squad leaders, this chain of command binds 
even the lowest of soldiery to the most intricate and far-reaching 
battle plans. 


* You cannot select an ASTRA MILITARUM CHARACTER model that 
is not an OFFICER to be your WARLORD if your army includes 
any OFFICERS. 

* You can include a maximum of one COMMANDANT in 
each Detachment in your army. If your army includes a 
COMMANDANT, you cannot select any other OFFICER to be 
your WARLORD (with the exception of LORD SOLAR LEONTUS, 
see below). 


+ If your army includes LORD SOLAR LEONTUS (pg 79), that model 


must be your WARLORD. If more than one model from your 
army has a rule to this effect, then one of those models must 
be your WARLORD. 
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REGIMENTAL DOCTRINE: BORN SOLDIERS 


Regiments of numerous origins and tactical roles inculcate 
their soldiers from an early age with the legendary doctrines 
of the Tactica Imperium. Infantry and tank crews are drilled 
in close-range fire patterns in the expectation of being thrust 
into the front lines, while officers are tutored in the effective 
application of discipline and command. 


e Models with this doctrine have the BORN 
SoLDIERS keyword. 

«OFFICERS with this doctrine have the following aura 
ability: ‘Born Soldiers (Aura): While a friendly PLATOON 
unit is within 6" of this model, models in that PLATOON 
unit can use this OFFICER'S Leadership characteristic 
instead of their own: 

Each time a model with this doctrine makes a ranged 
attack, an unmodified hit roll of 6 automatically wounds 
the target. 


Note, if an attack automatically wounds the target as a 
result of this doctrine, then for the purposes of any other 
rules that are triggered on a particular wound roll, that 
attack is considered to have been made with an unmodified 
wound roll of 6. 
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REGIMENTAL 


DOCTRINES 


Regimental Doctrines represent the varied 
traditions, tactics, equipment and experience 

of Astra Militarum regiments. To reflect this, 
instead of using the Born Soldiers Regimental 
Doctrine (pg 59), you can instead create your own 
Regimental Doctrine for your army. To do so, 
select two of the doctrines from those listed here; 
these two doctrines combined become your army's 
Regimental Doctrine, and all REGIMENTAL units in 
ASTRA MiLITARUM Detachments in your army have 
that Regimental Doctrine instead of Born Soldiers. 
Write down the doctrines you selected on your 
army roster. 


If you are creating a Crusade force, all REGIMENTAL 
units in it start with the Born Soldiers Regimental 
Doctrine. To change this, you must use the 
Consolidated Regiments Requisition (pg 135). 


MECHANISED INFANTRY 

The infantry squads of this regiment have been 
ceaselessly drilled in disembarkation assaults. 
Prepared to pile out the moment the hatches slam 
open - even as their transport is still moving 

- their footing and aim is sure enough to fire a 
deadly volley. 


* Units with this doctrine gain the 
MECHANISED keyword. 

* Units with this doctrine can disembark from a 
TRANSPORT model (excluding AiRcRAFT models) 
after that model has made a Normal Move, 
but if they do so, such units cannot be selected 
to move again this phase (though they still 
count as having moved) and neither they nor 
that TRANSPORT model are eligible to declare a 
charge this turn. 


PARADE DRILL 

This regiment's unyielding soldiers fight and die 
facing the enemy, a virtue made famous by many 
of Mordians proud formations. Standing tall in 
ordered ranks, they unleash a devastating fusillade 


of las-fire. 


If a unit with this doctrine Remained Stationary 
in your Movement phase, then until the end 

of your next Shooting phase, change the Type 
characteristic of lasguns and hot-shot lasguns 
models in that unit are equipped with to Heavy 2. 


ARMOURED SUPERIORITY 


The crews of this regiments war machines have been 
instructed in battlefield dominance and are skilled 
in using their iron steeds to scatter lesser enemies. 


* Units with this doctrine gain the ARMOURED 
SuPERIORITY keyword. 

* SENTINEL models with this doctrine count as 3 
models each when determining control of an 
objective marker. 

* TirANIC models with this doctrine count as 10 
models each when determining control of an 
objective marker. 

* All other VEHICLE models with this doctrine 
count as 5 models each when determining 
control of an objective marker. 


BLITZ DIVISION 

This regiment's vehicle crews are well-practised in 
blitzkrieg manoeuvres, swiftly encircling enemy 
positions before breaking through their flanks with a 
roar of engines. 


* When placing units with this doctrine into 
Strategic Reserves, halve their combined Power 
Ratings when determining the number of 
Command points you must spend to do so. 

* In the second battle round, each time you set 
up à VEHICLE unit (excluding SENTINEL units) 
with this doctrine from Strategic Reserves, it is 
considered to be the third battle round for the 
purposes of determining where that unit can 
be set up. 


EXPERT BOMBARDIERS 

Skilled in coordinating their targeting with forward 
spotter elements, this regiment’ artillery crews are 
capable of devastating precision shelling. 


* Units with this doctrine gain the EXPERT 
BOMBARDIERS keyword. 

* Each time an ARTILLERY model with this 
doctrine makes a ranged attack, if the target 
of that attack is within 12" of and visible to a 
friendly Vox-CASTER or SENTINEL unit, add 1 to 
that attack's hit roll. 


HEIRLOOM WEAPONS 


This regiment has been issued with handcrafted 
weapons engraved with intricate ornamental detail, 
redolent of those borne by the Firstborn of Vostroya. 
These are no artisanal trinkets, however, as the 
corpses of their many victims attest. 


Add 4" to the Range characteristic of all ranged 
weapons (excluding Relics) models with this 
doctrine are equipped with. 
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Adept infiltrators or swift vanguard skirmishers, 
this regiments infantry range ahead of the front 
lines alongside swifter elements, tackling the enemy 
without warning and reporting observations to 
Imperial command. 


At the start of the first battle round, before the 
first turn begins, INFANTRY, CAVALRY and SENTINEL 
units with this doctrine that start the battle wholly 
within your deployment zone can make a Normal 
Move of up to 6". They cannot end this move 
within 9" of the enemy deployment zone or any 
enemy models. 


TROPHY HUNTERS 

Whether through being trained in anti-armour 
countermeasures, equipped with upgraded wargear 
or hailing from worlds rich in predatory carnivores, 
these soldiers are especially adept at hunting down 
the foes hulking behemoths. 


You cannot select this doctrine if you have 
selected any other doctrine, and if you select this 
doctrine you cannot select a second. Each time a 
model with this doctrine makes an attack against 
a MONSTER or VEHICLE unit, add 1 to the Strength 
characteristic of that attack. 


GRIM DEMEANOUR 


This regiment's soldiers, akin to many of those 
hailing from icy Valhalla, are possessed of a grim 
fatalism at the prospect of death, and will march 
unflinchingly into the most hellish of firestorms. 


* Units with this doctrine gain the GRIM 
DEMEANOUR keyword. 

* Each time a Combat Attrition test is taken for 
a unit with this doctrine, you can ignore any or 
all modifiers. 


BRUTAL STRENGTH 


Ferocious warrior-soldiers exist in a number of 
regiments. Some hail from death worlds, such 

as Catachan with its deadly jungles; others may 

be cut-throats of a penal regiment, former hive 
world gangers, once-ordinary soldiers issued with 
psychoactive stimulants or thickly muscled survivors 
of a long campaign, able to effortlessly haul heavy 
guns into new firing positions. 


* INFANTRY models with this doctrine do not 
suffer the penalty to hit rolls incurred for firing 
Heavy weapons in the same turn that their unit 
has moved. 

* Each time an INFANTRY unit with this doctrine 
fights, if it made a charge move, was charged, 
or performed a Heroic Intervention this turn, 
then until that fight is resolved, add 1 to the 
Strength characteristic of models in that unit. 
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VETERAN GUERRILLAS 


This regiment fought for years through dense war 
zones harbouring foes in every shadow. Their 
infantry and most nimble vehicles are keen-eyed 
stalkers, able to spot lurking enemies amidst tangled 
ruins or heavy jungles. 


* Units with this doctrine gain the VETERAN 
GUERRILLAS keyword. 

* Each time an INFANTRY or SENTINEL model with 
this doctrine makes an attack that targets a 
unit within 18", the target does not receive the 
benefits of cover against that attack. 


ELITE SHARPSHOOTERS 


Veterans of several war zones, these soldiers’ 
accuracy has been honed in the fires of conflict. 


* Units with this doctrine gain the ELITE 
SHARPSHOOTERS keyword. 

e Each time a unit with this doctrine is selected 
to shoot, you can re-roll one hit roll when 
resolving that unit's attacks. 


CULT OF SACRIFICE 

Famed for their willingness to fight no matter the 
odds in the manner of the Death Korps of Krieg, 
or otherwise unafraid of death, the soldiers of this 
regiment are ready to sacrifice themselves on the 
field of battle in the Emperors name. 


* Units with this doctrine gain the Cutt oF 
SACRIFICE keyword. 

e Each time a model with this doctrine makes 
an attack, if that model's unit was below its 
Starting Strength when it was selected to shoot 
or fight, add 1 to that attack’s hit roll. 


INDUSTRIAL EFFICIENCY 


Like the lauded Steel Legions of Armageddon, to this 
regiment the pitiless mathematics of industrialised 
slaughter have become a grim fact of life. Issued 
with additional or higher-quality armour or having 
scavenged extra kit, the regiment’ attrition ratio is 
lower than most. 


Each time an attack with an Armour Penetration 
characteristic of -1 is allocated to a model 

with this doctrine, that attack has an Armour 
Penetration characteristic of 0 instead. 


SWIFT AS THE WIND 


Like Tallarns infamous masters of the lightning 
ambush, this regiments highly mobile soldiers and 
roaring tanks strike with overwhelming force before 
swiftly fading into the wilderness as if they were 
never there at all. 


* Add 1" to the Move characteristic of INFANTRY 
and ARTILLERY models with this doctrine, and 
add 2" to the Move characteristic of all other 
models with this doctrine. 

* Add 1 to charge rolls made for units with 
this doctrine. 
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ic^ been made with an unmodified wound roll of 6. 


STRATAGEMS 


L4 


If your army includes any ASTRA MiLiTARUM Detachments (excluding Auxiliary Support, Super-heavy Auxiliary or Fortification 
Network Detachments), you have access to these Stratagems, and can spend CPs to use them. 


ARMOURED FIST 1CP 
Astra Militarum — Battle Tactic Stratagem 


Hard-drilled companies of mechanised infantry have perfected the 
art of rapid assault. Readied troopers leap from their transports 
into the heart of the foe, lasguns blasting. 


Use this Stratagem in your Shooting phase, when an ASTRA 
MILITARUM CORE unit from your army is selected to shoot. 

Until the end of the phase, each time a model in that unit 
makes an attack against the closest eligible target, if that model 
disembarked from a TRANSPORT model this turn, you can re-roll 
the wound roll. 


VENGEANCE FOR CADIA 1CP 
Astra Militarum - Battle Tactic Stratagem 


Soldiers continuing to uphold the lineage of the bastion world 
yearn to visit destruction on those responsible for the fall of Cadia. 


Use this Stratagem in your Shooting phase or the Fight phase, 
when a CADIAN unit form your army, or a PLATOON unit from your 
army that is itself within 6" of a friendly CADIAN OFFICER unit, is 
selected to shoot or fight. Until the end of the phase, each time a 
model in that unit makes an attack against a CHAOS unit, add 1 to 
that attacks wound roll. 


CADIA STANDS! 1CP 
Astra Militarum - Battle Tactic Stratagem 


While even a single Cadian soldier refuses to yield, the fortress 
world is still said to stand firm. 


Use this Stratagem in any phase, when a CADIAN INFANTRY unit 
from your army is selected as the target of an attack. Until 
the end of the phase, each time an attack is made against that 
unit, an unmodified wound roll of 1-3 for that attack fails, 
irrespective of any abilities that the weapon or the model 
making the attack may have. 


INGRAINED PRECISION 1CP 
Astra Militarum - Battle Tactic Stratagem 


Amongst the most disciplined and well-drilled Imperial 
Guardsmen are those famed for their decisive firepower. 


Use this Stratagem in your Shooting phase, when a BORN 
SOLDIERS unit from your army is selected to shoot. Until the 

end of the phase, each time a model in that unit makes a ranged 
attack, an unmodified hit roll of 5+ automatically wounds the 
target. If an attack automatically wounds the target as a result of 
this, then for the purposes of any other rules that are triggered 
on a particular wound roll, that attack is considered to have 


OVERLAPPING FIELDS OF FIRE 2CP 
Astra Militarum - Battle Tactic Stratagem 


Astra Militarum combat doctrine utilises the concentration of 
focused firepower to hammer the foe from multiple angles. 


Use this Stratagem in your Shooting phase, when an enemy 
model is destroyed by an attack made by a PLATOON or SQUADRON 
model from your army. Until the end of the phase, each time a 
friendly PLATOON or SQUADRON model makes an attack against that 
destroyed model’s unit: 


* Re-roll a wound roll of 1. 
* Onan unmodified wound roll of 6, improve the Armour 
Penetration characteristic of that attack by 1. 


VOLLEY FIRE 2CP 


Astra Militarum - Battle Tactic Stratagem 


The Imperial Guard are trained to hold their fire until the perfect 
moment, lest they waste the God-Emperors ammunition. When 
unleashed, the devastatingly accurate volley cuts the foe to pieces. 


Use this Stratagem at the end of your Shooting phase. Select one 
INFANTRY SQUAD unit from your army that Remained Stationary 
this turn; that unit can shoot again. 


EXPERIENCED EYE 1CP 
Astra Militarum - Battle Tactic Stratagem 


War has taught the grizzled elite of many regiments how to 
identify and exploit weak points in enemy armour. 


Use this Stratagem in your Shooting phase, when a KASRKIN or 
ELITE SHARPSHOOTERS CORE unit from your army is selected to 
shoot. Until the end of the phase, each time a model in that unit 
makes an attack, improve the Armour Penetration characteristic 
of that attack by 1. 


IMMOVABLE INDOCTRINATION 1CP 
Astra Militarum - Battle Tactic Stratagem 


Driven to put the needs of the Imperium first, if ordered to hold 
their ground, Tempestus Scions refuse to yield an inch to the foe. 


Use this Stratagem in any phase, when a MILITARUM TEMPESTUS 
INFANTRY unit from your army that is within range of an objective 
marker is selected as the target of an attack. Until the end of the 
phase, each time an attack is made against that unit: 


* That attack’s wound roll cannot be re-rolled. 
* Worsen the Armour Penetration characteristic of that attack 
by 1 (to a minimum of 0). 


RELENTLESS 
Astra Militarum - Epic Deed Stratagem 


1CP/2CP 


Astra Militarum vehicles are so rugged and robust that damaged 
systems can be temporarily pushed beyond their limits in extremis. 


Use this Stratagem in your Command phase. Select one ASTRA 
MILITARUM VEHICLE model from your army. Until the start of 
your next Command phase, that model is considered to have 
its full wounds remaining for the purposes of determining what 
characteristics on its profile to use. If that model has the Titanic 
keyword, this Stratagem costs 2CP; otherwise, it costs 1CP. 


FIELD PROMOTION 1CP 
Astra Militarum - Epic Deed Stratagem 


Should a forces senior officers be slain, it will fall to a junior officer 
to see victory forged with unwavering adherence to the battle plan. 


Use this Stratagem when an ASTRA MILITARUM WARLORD from your 
army is destroyed. Select one OFFICER model from your army 
that does not have a Warlord Trait. Then, select a Warlord Trait 
that no model from your army has and that the selected model 
is eligible for. Until the end of the battle, that model gains that 
Warlord Trait and for all rules purposes now counts as your 
WARLORD. If any mission objective, secondary objective, tactical 
objective or Agenda rules are triggered when your WARLORD 

is destroyed, those rules are not triggered until after the new 
WARLORD is destroyed. You can only use this Stratagem once. 


VENGEFUL SALUTE 
Astra Militarum - Epic Deed Stratagem 


1CP/2CP 


Many crewmens myths tell of venerable war engines, otherwise 
wrecked, unleashing a final miraculous act of vengeance. 


Use this Stratagem in your opponent's Shooting phase or the 
Fight phase, when an ASTRA MILITARUM VEHICLE model from your 
army is destroyed but did not explode. Do not remove that 
model from play — it can shoot after the attacking model's unit 
has finished making attacks. While doing so: 


* That model can only make attacks with turret weapons 
(pg 144) it is equipped with. 
* That model has a Ballistic Skill characteristic of 5+. 


After resolving that model attacks, it is then removed. If that 
model has the BATTLE TANK or ARMOURED SUPERIORITY keyword, 
this Stratagem costs 1CP; otherwise, it costs 2CP. 


BATTLEFIELD SURGERY 1CP 
Astra Militarum - Epic Deed Stratagem 


The tough and no-nonsense combat medics of the Astra Militarum 
have dragged screaming soldiers back into service time and again, 
telling them that the Emperor is not ready for them that day. 


Use this Stratagem in your Command phase. Select one ASTRA 
MILITARUM MEDIC unit from your army that is below its Starting 
Strength and not within Engagement Range of any enemy units. 
Up to D3 destroyed models (excluding OFFICER models) can be 
added back to that unit with their full wounds remaining. 


CRUSH THEM 
Astra Militarum - Epic Deed Stratagem 


Should the enemy be too close to engage with heavy cannons, 
Imperial armour will simply rumble forward to crush them 
beneath their grinding treads. 


Use this Stratagem in the Fight phase, when a BATTLE TANK or 
SuPER-HEAVY model from your army is selected to fight. Until the 
end of the phase, each time that model makes an attack against 
an enemy unit (excluding VEHICLE and MONSTER units): 


* Change that models Weapon Skill characteristic to 4+. If that 
model has the ARMOURED keyword, change its Weapon Skill 
characteristic to 3+ instead. 

* Onan unmodified wound roll of 6, the target suffers 1 mortal 
wound in addition to any normal damage. 


FIRE ON MY POSITION 
Astra Militarum - Epic Deed Stratagem 


1CP/2CP 


Even as they are overwhelmed, brave soldiers of the Astra 
Militarum may carry out one last act of vengeful defiance, 
calling in a creeping bombardment on their own position before 
whispering their last prayer to the God-Emperor. 


Use this Stratagem when a Vox-cAsTER model from your army 
is destroyed by a melee attack. Do not remove that model from 
play. After all of the models in the attacking unit have finished 
making their attacks, roll one D6 for each unit within 3" of that 
VoX-CASTER model: on a 4+, the unit being rolled for suffers 

D3 mortal wounds. That Vox-caster model is then removed 
from play. If that model has the Cutt oF Sacrifice keyword, this 
Stratagem costs 1CP; otherwise, it costs 2CP. 


OFFICER CADRE 1CP 
Astra Militarum - Requisition Stratagem 


Wise Imperial Guard commanders gather a key group of talented 
second officers, advisers, tacticians and front-line strategists. 


Use this Stratagem before the battle, when you are mustering 
your army, if your WARLORD has the ASTRA MILITARUM keyword. 
Select one AsTRA MILITARUM CHARACTER model from your army 
(excluding named characters) and determine one Warlord Trait 
for that model (this must be a Warlord Trait they can have); that 
model is only regarded as your WARLORD for the purposes of that 
Warlord Trait. Each Warlord Trait in your army must be unique 
(if randomly generated, re-roll duplicate results), and you cannot 
use this Stratagem to give a model two Warlord Traits. 


You can only use this Stratagem once, unless you are playing 
a Strike Force battle (in which case you can use this Stratagem 
twice), or an Onslaught battle (in which case you can use this 
Stratagem three times). 
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BATTLEFIELD BEQUEST 1CP 


Astra Militarum - Requisition Stratagem 


The toughest Sergeants have survived numerous war zones, proving 
their worth to the higher echelons through years of warfare. Held 

in esteem despite their lowly rank, it is not unknown for veteran 
Sergeants to be gifted heirloom artefacts by grateful commanders. 


Use this Stratagem before the battle, when you are mustering 
your army. Select one ASTRA MILITARUM model from your army 
that has the word ‘Sergeant’ or 'Watchmaster' in their profile 

and give them one of the following Heirlooms of Conquest (this 
must be a Relic they could have): Legacy of Kalladius; Claw of 
the Desert Tigers; The Barbicant’s Key; The Emperor' Fury; Relic 
of Lost Cadia. Each Relic in your army must be unique, and you 
cannot use this Stratagem to give a model two Relics. 


You can only use this Stratagem once, unless you are playing a 
Strike Force battle (in which case, you can use this Stratagem 

twice) or an Onslaught battle (in which case, you can use this 

Stratagem three times). 


IMPERIAL COMMANDER'S ARMOURY 


Astra Militarum - Requisition Stratagem 


1CP 


By leveraging their considerable influence upon the Departmento 
Munitorum, high-ranking Imperial commanders can secure vital 
resources for their military campaigns. 


Use this Stratagem before the battle, when you are mustering 
your army, if your WARLORD has the ASTRA MILITARUM keyword. 
Select one ASTRA MILITARUM CHARACTER model from your army 
and give them one Relic (this must be a Relic they can have). 
Alternatively, you can use this Stratagem to give one COMMAND 
SQuAD model from your army that is equipped with a master vox 
the Clarion Proclamatus (pg 73), or one COMMAND SQuAD model 
from your army that is equipped with a regimental standard the 
Finial of the Nemrodesh Ist (pg 73). In either case, each Relic in 
your army must be unique, and you cannot use this Stratagem to 
give a unit two Relics. 


You can only use this Stratagem once, unless you are playing 
a Strike Force battle (in which case you can use this Stratagem 
twice), or an Onslaught battle (in which case you can use this 
Stratagem three times). 


ORBITAL INTERFERENCE 
Astra Militarum - Strategic Ploy Stratagem 


2CP 


Officers of the Fleet employ their authority to coordinate Navis 
Imperialis assets. Bombarding enemy comms, strafing drop ships 
and disrupting the foes own naval capability, their clipped orders 
can wreck enemy cohesion and delay encroaching reinforcements. 


Use this Stratagem at the start of the Reinforcements step of your 
opponents Movement phase, if an OFFICER OF THE FLEET model 
from your army is on the battlefield. If it is the first or the second 
battle round, you can select one of your opponents Strategic 
Reserve or Reinforcement units. That unit cannot arrive on the 


_ battlefield this phase for any reason, even if it has another rule 


that states it always arrives on the battlefield during a specific 
battle round (e.g. Drop Pod Assault). You can only use this 


MAVERICK MANOEUVRES 1CP 
Astra Militarum - Strategic Ploy Stratagem 

The independent mavericks often selected to pilot Sentinels learn to 
unleash their firepower on the move, amidst swift manoeuvres. 


Use this Stratagem in your Shooting phase, when you select a 
SENTINEL unit from your army to shoot. After that shooting is 
resolved, that unit can make a Normal Move of up to 6". That 
unit cannot shoot again this phase. 


THUNDEROUS CHARGE 
Astra Militarum - Strategic Ploy Stratagem 


1CP 


The brute power and muscle of pure-bred Attilan steeds and 
hulking, abhuman Ogryns results in devastating impacts. 


Use this Stratagem in your Charge phase, when an OGRYNS or 
ATTILAN ROUGH RIDERS unit from your army finishes a charge 
move. Select one enemy unit within Engagement Range of that 
OGRYNS or ATTILAN ROUGH RIDERS unit, and roll one D6 for each 
model in that OGRYNS or ATTILAN ROUGH RIDERS unit that is within 
Engagement Range of that enemy unit. For each result that 
equals or exceeds that enemty unit's Toughness characteristic, that 
enemy unit suffers 1 mortal wound. 


ARTILLERY STRIKE REQUESTED 
Astra Militarum - Strategic Ploy Stratagem 


2CP 


Ranking artillery officers feed targeting information to distant 
ordnance crews, calling upon them to deliver deadly munitions. 


Use this Stratagem in your Command phase, if a MASTER OF 
ORDNANCE or EXPERT BOMBARDIERS OFFICER model from your 
army is on the battlefield. Select one point on the battlefield and 
place a marker on that point. At the start of your next Command 
phase, roll one D6 for each unit within 6" of the centre of that 
marker, adding 1 if the unit being rolled for is within 3" of the 
centre of the marker, and subtracting 1 if the unit being rolled 
for is a CHARACTER unit. On a 2-5, that unit suffers D3 mortal 
wounds; on a 6+, that unit suffers D6 mortal wounds. The 
marker is then removed. You can only use this Stratagem once. 


ACCEPTABLE LOSSES 
Astra Militarum - Strategic Ploy Stratagem 


1CP 


Sacrifices must be made on the field of war, and ruthless officers 
willingly give the order to unleash firestorms even at the risk of 
their own troops’ lives. 


Use this Stratagem in your Shooting phase. Select one ASTRA 
MILITARUM unit from your army that is not within Engagement 
Range of any enemy units, then select one enemy unit. Until the 
end of the phase, models in that ASTRA MILITARUM unit can target 
that enemy unit even if it is within Engagement Range of other 
friendly PLATOON or GRIM DEMEANOUR units, but each time a model 
makes an attack against such a target, that attack's hit roll cannot 
be re-rolled and on an unmodified hit roll of 1, resolve that 
attack against one friendly unit, selected by you, that is within 
Engagement Range of the target instead (resolve any attacks 
against friendly units after resolving all of the attacks against that 
enemy unit). 


VICIOUS TRAPS 
Astra Militarum - Strategic Ploy Stratagem 


1CP 


Specially trained soldiers lace the ground ahead of their defences 
with all manner of incendiary charges, mines and razored snares. 


Use this Stratagem in your opponent's Charge phase, when an 
enemy unit finishes a charge move within Engagement Range 

of one or more ASTRA MILITARUM units from your army that are 
wholly within an Area Terrain feature. Roll one D6 and apply the 
following modifiers: 


* +1 if any of those units from your army have the CATACHAN or 
VETERAN GUERRILLAS keyword. 

* +1 if any of those units from your army have the MELTA 
MiNE keyword. 

e +l if your army includes Sty MARBO and he is on 
the battlefield. 


On a 2-5, that enemy unit suffers D3 mortal wounds; on a 6+, 
that enemy unit suffers 2D3 mortal wounds. 


FEINTING STRIKE 
Astra Militarum - Strategic Ploy Stratagem 


1CP 


The horsemasters of Attila are peerless hunters, crashing through 
enemy lines in glorious charges, striking a telling blow and then 
evading the foe before circling back to strike again. 


Use this Stratagem in your Movement phase, when an ATTILAN 
ROUGH RIDERS unit from your army is selected to Fall Back. Until 
the end of the turn, that unit is eligible to shoot and declare a 
charge in a turn in which it Fell Back. 


FLAK BARRAGE 1CP 


Astra Militarum - Strategic Ploy Stratagem 


Hydra flak tanks incorporate all manner of auto-augurs and 
precognitive aerial scryers. Enemy aircraft entering these war 
engines’ airspace are greeted with a thunderous barrage of fire. 


Use this Stratagem at the end of the Reinforcements step of your 
opponents Movement phase. Select one HYDRA unit from your 
army that is not within Engagement Range of any enemy units. 
That unit can shoot as if it were your Shooting phase, but when 
doing so, models in that unit can only target a single eligible 
enemy AIRCRAFT unit that was set up as Reinforcements this turn. 


SHIELD OF FLESH 1CP 
Astra Militarum - Strategic Ploy Stratagem 


Heavily armoured, immensely tough and loyal to a fault, Ogryns 
think nothing of using their hulking mass as a shield against 
incoming fire in order to shelter their smaller comrades. 


Use this Stratagem in your opponent's Shooting phase, when 

an INFANTRY unit from your army is selected as the target of an 
attack. Until the end of the phase, each time an enemy model 
targets that unit with an attack, if that unit is within 3" of another 
friendly unit that has the OcRYNs keyword (excluding BODYGUARD 
units) and that OGRYNS unit is closer to the attacking model, 
subtract 1 from that attacks hit roll. 


MOUNT UP! 
Astra Militarum - Strategic Ploy Stratagem 


2CP 


Like a deadly storm, elite and mobile troops are trained to strike 
hard before rapidly redeploying via their rugged transports, 


Use this Stratagem in your Shooting phase, after a MECHANISED ? 54 
Or MILITARUM TEMPESTUS INFANTRY unit from your army has shot. 
If every model in that unit is within 3" of a friendly TRANSPORT 
model, that INFANTRY unit can embark within it (this cannot allow 
that TRANSPORT model to exceed its transport capacity). 


OVERCHARGED LAS-CELLS 


Astra Militarum - Wargear Stratagem 


1CP 


With advanced cell shielding — and said to harbour bellicose spirits 
- hot-shot lasguns can be temporarily overcharged to deadly effect. 


Use this Stratagem in your Shooting phase, when a KASRKIN or 
MILITARUM TEMPESTUS unit from your army is selected to shoot. 
Until the end of the phase, each time a model in that unit makes 
an attack with a hot-shot weapon (pg 144), an unmodified 
wound roll of 6 inflicts 1 mortal wound on the target in addition 
to any normal damage. A unit can only suffer a maximum of 6 
mortal wounds per phase as a result of this Stratagem. 
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SMOKE LAUNCHERS 


Astra Militarum - Wargear Stratagem 


1CP 


Firing grenade-like canisters from launchers that spew smoke, tank 
crews screen their manoeuvres from enemy guns. 


Use this Stratagem in your opponent's Shooting phase, when an 
ASTRA MILITARUM SMOKE unit from your army is selected as the 
target of an attack. Until the end of the phase, each time an attack 
is made against that unit, subtract 1 from that attacks hit roll. 


ABLATIVE PLATING 


Astra Militarum - Wargear Stratagem 


2CP/3CP 


Crews routinely reinforce their vehicle’s armour, adding ablative 
plating, track links, sandbags and varied means to protect the hull. 


Use this Stratagem in any phase, when a BATTLE TANK or N 
ARMOURED unit from your army is selected as the target of an wy 
attack. Until the end of the phase, each time an attack is made 

against that unit, subtract 1 from the Damage characteristic of 

that attack (to a minimum of 1). If that unit has the SUPER-HEAVY 
or ROGAL DORN BATTLE TANK keyword, this Stratagem costs 3CP; 
otherwise, it costs 2CP. 


MELTA MINE 1CP 
Astra Militarum - Wargear Stratagem | 
These cumbersome devices can turn a bunker wall to bubbling slag. 2 d 


Use this Stratagem in the Fight phase, when a MELTA MINE unit 
from your army is selected to fight. Select one enemy VEHICLE or 
MONSTER unit within Engagement Range of that unit and roll one 
D6: on a 2-5, that enemy unit suffers D3+1 mortal wounds; on a 
6, that enemy unit suffers 2D3 mortal wounds. 
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TANK ACES 


If your army includes any ASTRA MILITARUM Detachments 
(excluding Auxiliary Support, Super-heavy Auxiliary and 
Fortification Network Detachments), then when you are 
mustering your army, you can upgrade any ASTRA MILITARUM 
BATTLE TANK or ASTRA MILITARUM SUPER-HEAVY models from your 
army by making them a Tank Ace. 


Each time you make a model a Tank Ace, select one of the skills 
presented on this page for that model to have; that model's 
Power Rating is increased by 1 if that model is a BATTLE TANK 
model, or by 2 if that model is SUPER-HEAVY model. If you are 
playing a matched play game, or a game that uses a points limit, 
then the points value of that model is increased by the relevant 
amount shown in the table below. Each time you make a model 
a Tank Ace, make a note of which skill you selected for it on 
your army roster. 


TANK ACE SKILLS 


SKILL SUPER-HEAVY 


BATTLE TANK 


UNITS UNITS 
Vaunted Praetorian +15 pts 


Knight of Piety 
|! Master of Car 


- ihe e 


Steel Commissar 


Named characters cannot be made Tank Aces. Each model can 
only have one Tank Ace skill. An army (or a Crusade force) 
cannot include the same Tank Ace skill more than once. Tank 
Ace skills are not considered to be Relics for any rules purposes. 


A Crusade force cannot start with any models having Tank Ace 
skills - to include one in a Crusade force you must use the Tank 
Ace Requisition (pg 135). 


VAUNTED PRAETORIAN 

The singular prestige of commanding a super-heavy tank has only 
reinforced the high respect granted to this ace by other tank crews. 
Their sage and tactical advice is cleaved to like the highest order. 


SUPER-HEAVY or ROGAL DORN BATTLE TANK model only. This model 
gains the OFFICER keyword and knows Mechanised Orders 

(pg 78). In your Command phase, it can issue one Order, and if 
this model is a SuPER-HEAVY model, the unit you select for that 
Order can be an ASTRA MILITARUM TiTANIC unit (all other rules for 
issuing Orders still apply). 


METICULOUS CALIBRATOR 

Having spent long hours on campaign making minor adjustments 
and personal calibrations to targeting arrays, archaic optics and 
heirloom scry-shrines, this ace has honed the efficacy of their 
tanks powerful guns to perfection. 


Each time this model makes a ranged attack, the target does not 
. . receive the benefits of cover against that attack. 
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MECHANICAL PACK RAT 

This acquisitive ace has invested considerable time and resources 
into amassing replacement components, redundancy systems and 
reinforced mechanisms. This obsession enables their vehicle to 
grind towards the enemy no matter what is thrown at it. 


Each time an attack is made against this model, an unmodified 
wound roll of 1-3 for that attack fails, irrespective of any abilities 
that the weapon or the model making the attack may have. 


VETERAN COMMANDEER 

This aces skill lies in the leveraging of influence within their 
regiment and certain officios of the Departmento Munitorum, 
requisitioning and diverting the most experienced crew to their 
command. Acquired through many bloody campaigns, the crews 
diverse skills are drawn on to execute unorthodox manoeuvres 
and adapt to changing battlefield conditions. 


When you add this model to your army, select one doctrine 
from the Regimental Doctrines section (pg 60-61) that no 
other unit from your army has. This model has that doctrine in 
addition to any others'it has. 


KNIGHT OF PIETY 

Whether by installing a small shrine in the crew compartment, 
sealing litany parchments to the outer hull or beseeching a 
Regimental Preacher to sanctify their armoured steed, this pious 
ace has warded their tank against the unholy and the unrighteous. 


e This model has a 5+ invulnerable save. 
* Each time this model would lose a wound as the result of a 
mortal wound, roll one D6: on a 5+, that wound is not lost. 


MASTER OF CAMOUFLAGE 

This patient and predatory tank ace is an expert in shielding their 
huge vehicle from attack. Positioning their tank amidst obscuring 
terrain and utilising camouflage webbing, disruptive cameleoline- 
paint, advanced holo-emitters or other arcane technologies, they 
repeatedly outfox enemy tank-hunters. 


Each time a ranged attack is made against this model, if 

the attacker is more than 12" away, this model is treated as 
having the benefits of Light Cover against that attack (see the 
Warhammer 40,000 Core Book). If this model has the TiTANIC 
keyword, it only receives this benefit if the attacker is more than 
18" away. 


STEEL COMMISSAR 

Many regimental Commissars, especially those assigned to 
armoured regiments, prefer to bellow threats and orders from the 
high cupola of a grinding iron steed. 


OFFICER model only. This model knows Prefectus Orders (pg 77) 
in addition to Mechanised Orders (pg 78). In your Command 
phase, it can issue one Prefectus Order in addition to one 
Mechanised Order. When this model issues a Prefectus Order, 
the unit you select for that Order can be an INFANTRY OFFICER 
or ABHUMAN unit, but in such cases, the Regimental Tactics 
ability (pg 75) does not apply (all other rules for issuing Orders 
still apply). 


PSYKANA DISCIPLINE 


Before the battle, generate the psychic powers for PsvKERs from your army that know powers from 
the Psykana discipline using the table below. If the PsYKER is an AsrROPATH model, you can either roll 
one D3 to generate each power randomly (re-rolling duplicate results), or you can select one of the 
following powers for that PSYKER to know: Terrifying Visions, Gaze of the Emperor, Psychic Barrier. 
Otherwise, you can either roll one D6 to generate each power randomly (re-rolling duplicate 
results), or you can select which powers the PsYKER knows. 


1. TERRIFYING VISIONS 

The psyker fills their enemies’ minds with 
nightmarish images and visions of torment, 
eroding cohesive thought and senses of duty. 


4. NIGHTSHROUD 

Calling upon the power of the empyrean, the 
psyker cloaks their allies in a flowing curtain of 
shadow, concealing them from the enemy. 


Malediction: Terrifying Visions has a warp 
charge value of 6. If manifested, select one 
enemy unit within 18" of this PsyKer. Until the 
start of your next Command phase: 


e Subtract 2 from the Leadership characteristic 
of models in that unit. 

* Your opponent cannot select that unit for the 
Insane Bravery Stratagem, nor can they use 
any rule that would enable them to re-roll a 
Morale test taken for that unit. 


In addition, roll 2D6: if the result is equal to or 
greater than that unit's Leadership characteristic 
(after applying the modifier above), any action 
that unit is currently performing immediately 
fails and, until the start of your next Psychic 
phase, that unit cannot perform actions. 


2. GAZE OF THE EMPEROR 

The psyker cages the immense power of the 
immaterium within their physical form, and their 
eyes blaze with the Emperors vengeful fury. 


Witchfire: Gaze Of The Emperor has a warp 
charge value of 6. If manifested, select one 
enemy model within 12" of and visible to this 
PsYKER. Draw a straight line between any part 
of that model's base (or hull) and this PsYKER's 
base. Roll one D6 for that enemy model' unit, 
and one D6 for each other unit that this line 
passes over: on a 1-5, the unit being rolled for 
suffers 1 mortal wound; on a 6, the unit being 
rolled for suffers D3 mortal wounds. 


3. PSYCHIC BARRIER 

The psyker weaves an aegis of pure psychic energy 
around their allies, against which enemy fire 
sparks and spatters harmlessly. 


Blessing: Psychic Barrier has a warp charge 
value of 6. If manifested, select one friendly 
ASTRA MILITARUM unit within 12" of this PSYKER. 
Until the start of your next Psychic phase, 
models in that unit have a 5+ invulnerable save. 


Blessing: Nightshroud has a warp charge value 
of 6. If manifested, select one friendly ASTRA 
MILITARUM unit within 12" of this PSYKER. You 
cannot select a TITANIC unit unless the result 
of the Psychic test was an unmodified 11+. 
Until the start of your next Psychic phase, 
each time an attack is made against that unit, 
an unmodified hit roll of 1-3 always fails, 
irrespective of any abilities that the weapon or 
the model making the attack may have. 


5. MENTAL SHACKLES 

The psyker imposes forbidding psychic 
prohibitions on the foe, causing the victims’ limbs 
to feel like leaden weights and miring their minds 
in an illusory fug. 


Malediction: Mental Shackles has a warp charge 
value of 6. If manifested, select one enemy unit 
within 18" of this PsYKER. Until the start of your 
next Psychic phase: 


e Subtract 2" from the Move characteristic of 
models in that unit. 

* Subtract 2 from Advance and charge rolls 
made for that unit. 


6. PSYCHIC MAELSTROM 

The psyker unleashes the full might of their 
mind, summoning a roiling psychic tempest that 
envelops the enemy, lifting them from the ground 
and wrenching them about like a rag doll. 


Witchfire: Psychic Maelstrom has a warp charge 
value of 6. If manifested, roll a number of D6 
equal to the result of the Psychic test: for each 
5+, the closest enemy unit that is within 18" 

of and visible to this PSYKER suffers 1 mortal 
wound (to a maximum of 6 mortal wounds). 
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WARLORD TRAITS 


If an ASTRA MILITARUM CHARACTER model is your WARLORD, you can use the Astra Militarum Warlord Traits table below to determine 
what Warlord Trait they have. If your WARLORD is not an OFFICER, they must have the Front-line Combatant Warlord Trait. 

Otherwise, you can either roll one D6 to randomly generate one, or you can select one. If a MILITARUM TEMPESTUS CHARACTER model 
is your WARLORD, you can choose to use the Militarum Tempestus Warlord Traits table opposite instead to determine what Warlord 
Trait they have in the same manner. If you randomly generate a Warlord Trait from the Militarum Tempestus Warlord Traits table, 


roll one D3 when doing so, instead of one D6. 


ASTRA MILITARUM WARLORD TRAITS 


1. FRONT-LINE COMBATANT 


Disdaining the notion of orchestrating war from a distance, this 
warlord is an aggressive and dynamic front-line duellist, taking 
the fight to the enemy's heart and leading their troops to glory. 


Each time this WARLORD makes a melee attack: 


« An unmodified hit roll of 6 scores 2 additional hits. 
e Add 1 to that attack's wound roll. 


2. MASTER TACTICIAN 


Amongst the lauded strategists and tacticians of the Astra 
Militarum, this warlord is a renowned logistician, always 
knowing where best to position their forces. 


At the start of the first battle round, you can select up to 
three friendly ASTRA MILITARUM units (excluding TITANIC 
units). Remove those units from the battlefield, then set them 
up anywhere on the battlefield that is wholly within your 
deployment zone. If the mission you are playing uses the 
Strategic Reserves rules, you can place any of those units into 
Strategic Reserves instead. 


3. GRAND STRATEGIST 

This warlord is capable of precisely anticipating the ebb and 
flow of war, their seemingly reactive tactics often prepared far 
in advance. 


While this WARLORD is on the battlefield, each time you spend a 


Command point to use a Stratagem, roll one D6: on a 5+, that 
Command point is refunded. 


NAMED CHARACTERS AND WARLORD TRAITS 


4. SUPERIOR TACTICAL TRAINING 


Having commanded troops on countless battlefields, this 
veteran officer has borne witness to the manifold caprices of 
war. They have perfected just as many strategic responses, and 
bark out a constant stream of rapidly evolving orders as the 
situation demands. 


When you select this Warlord Trait, select one type of Orders 
(Regimental, Prefectus or Mechanised, pages 76-78) that this 
WARLORD does not know. This WARLORD knows those Orders in 
addition to any others it knows. 


This warlord has learnt their nemesis’ weakness, and will exploit 
it ruthlessly in a flurry of orders to nearby troops, sealing their old 
enemy’ doom with a storm of firepower. 


At the start of the first battle round, select one enemy unit. Until 
the end of the battle, this WARLORD gains the following ability: 


Old Grudges (Aura): While a friendly PLATOON or BATTLE TANK 
SQUADRON unit is within 6" of this WARLORD, each time a model 
in that friendly unit makes an attack against that enemy unit, 
add 1 to the wound roll. 


6. LEAD BY EXAMPLE 

This warlord is known for their strategic excellence, as are 
those they command. Honed over many years, their curt, well- 
established battle cant is wielded with consummate efficiency, 
reinforced by the inspirational example they themselves set. 


This WARLORD can issue Orders (pg 75) to its own unit, even 
though you cannot normally select OFFICER units when 
issuing Orders. 


If the following characters gain a Warlord Trait, they must have the corresponding one shown below. 


Warlord Trait 
Lead by Example 
Front-line Combatant 
Grand Strategist 
Master Tactician 


Named Character 
Colonel-Commissar Ibram Gaunt 
‘Iron Hand’ Straken 

Lord Solar Leontus 

Ursula Creed 


MILITARUM TEMPESTUS WARLORD TRAITS 


1. DRILL COMMANDER (AURA) 
Expertly guiding their elite soldiers’ fire, 
this warlords stentorian orders reinforce 


years of indoctrinated drills concerning the 


relentless application of long-range shots. 


While a friendly MiLITARUM TEMPESTUS 
INFANTRY unit is within 6" of this 
WARLORD, instead of following the normal 
rules for Rapid Fire weapons, models 

in that unit make double the number 

of attacks when shooting with such 
weapons (e.g. a Rapid Fire 1 weapon 
would make 2 attacks, at any range). 
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2. PRECISION TARGETING 
(AURA) 

This warlord is an analytical genius as 
well as a highly experienced combatant. 
Combined, these skills make them 
extremely adept at pinpointing where an 
enemy will be and directing accurate and 
lethal fire against them. 


While a friendly MILITARUM TEMPESTUS 
INFANTRY unit is within 6" of this 
WARLORD, each time a model in that unit 
makes a ranged attack, the target does 
not receive the benefits of cover against 
that attack. 


3.UNCOMPROMISING 
PROSECUTION (AURA) 


This warlord concentrates their troops’ 


firepower on a targets most vulnerable 


points, maximising the damage they inflict 
with every ruthless volley. 


While a friendly MILITARUM TEMPESTUS 
INFANTRY unit is within 6" of this 
WARLORD, each time a model in that 

unit makes a ranged attack that targets 

a unit within half range, improve the 
Armour Penetration characteristic of that 
attack by 1. 


RELICS 


If your army is led by an ASTRA MILITARUM WARLORD, you can, 
when mustering your army, give one of the following Heirlooms 
of Conquest Relics to an ASTRA MILITARUM CHARACTER model 
from your army. Note that some of these Relics are restricted 

to specific models in COMMAND SQUAD units (e.g. the Clarion 
Proclamatus) even though such models do not have the 
CHARACTER keyword. Named characters cannot be given any of 
the following Relics. 


Note that some Relics replace one of the model's existing items 
of wargear. Where this is the case, you must, if you are using 
points values, still pay the cost of the wargear that is being 
replaced. Write down any Heirlooms of Conquest your models 
have on your army roster. 


THE EMPEROR'S BENEDICTION 

Wielded by a succession of brutal, uncompromising Commissars, 
this masterwork bolt pistol is feared by all. Its elementary but 
bloodthirsty machine spirit has been blamed for a series of 
unfortunate accidents’ on the field of battle. In spite of this, the 
Officio Prefectus views the Emperors Benediction as an artefact of 
some distinction — some say that it can taste cowardice even before 
the reprehensible act has been committed. 
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Commissar model equipped with bolt pistol only. This Relic 
replaces a bolt pistol and has the following profile: 


WEAPON RANGE TYPE S AP D 
The Emperor's 18" Pistol 3 4 -1 2 
Benediction | 


` Abilities: Each time you select a target for this weapon, you can ignore 
i the Look Out, Sir rule. Each time an attack is made with this weapon, 

i an unmodified wound roll of 6 inflicts 1 mortal wound on the target in 

j addition to any normal damage. 


TACTICAL AUTO-RELIQUARY OF TYBERIUS 
Built into the gold-chased skull of Lord Commander Lucellin 
Tyberius himself, this device houses a web of psycho-circuitry 

| containing Tyberius' memory engrams and tactical acumen - and 

t with it, his curmudgeonly and overbearing personality. Borne 

» 3 aloft by its own gravitic motors, the device observes and evaluates 

1 an officers decisions. The moment it considers an order poorly 

1 chosen, the skull cuts into the vox and loudly overrides it. 

' 


OFFICER model only. In your Command phase, the bearer can 
issue one additional Order that it knows. 


ý DEATH MASK OF OLLANIUS 
$ - Ollanius the Pious is the epitome of Imperial sainthood, believed 
» martyred at the hands of Horus himself. In the millennia since 


his passing, Ollanius' death mask has been revered as a holy relic; 
loyal soldiers in the ancient artefacts presence are granted the 
determination and endurance of the famous martyr himself. The 
mask is a terrifying piece of craftsmanship, depicting in obsidian 
and void-fired bronze the agonised visage of a tortured angel. It 
is said that, in the presence of traitors, the Death Mask will weep 
tears of blood. 


INFANTRY model only. Models in the bearer's unit have a 4+ 
inyulnerable save. 


bae c. m 
THE BARBICANT'S KEY 


Grand-Barbicant Feodorica Telluran was a glory-hungry front- 
line commander and a hoarder of prizes from those she defeated 
- including this delicate curved dagger, whose strange proportions 
make it impractical as a weapon. In her final decades, Tellurans 
myth was such that it was said she would vanish in the fog of war, 
only to suddenly be seen in the midst of the enemy lines, leading 
her troops in a sudden and deadly charge. In the centuries since 
her passing, this rapier-thin blade has passed from officer to 
officer. Those with the daring to use its strange power are able to 
cut a ragged hole in reality, somehow opening up a shimmering 
passageway to a strategic location held in the wielders mind. 
Passing through, they are able to lead their soldiers in daring raids 
deep into the heart of enemy territory. 


INFANTRY model only. Once per battle, in your Movement phase, 
the bearer can use this Relic. If it does so, remove the bearer's 
unit from the battlefield and set it back up anywhere on the 
battlefield that is more than 9" away from any enemy models. 
Until the end of that turn, you can re-roll charge rolls made for 
the bearer's unit. 


KUROV'S AQUILA - 


General Kurov was one of the most gifted officers in Imperial 
history. Upon retirement, he recorded dozens of tactical treatises 
that were translated into vox-ghosts and uploaded into a two- 
headed avian servitor referred to as ‘Kurov’s Aquila’. An officer 
who possesses this prestigious tool can turn to it for guidance. In 
response, the servitor’s blindfolded head will vocalise the most 
relevant vox-ghost in Kurov’s stentorian tones, lecturing its owner 
on counter-tactics. The other head's eyes glow above its bound- 
shut beak as they project a hololithic display of Kurov himself, his 
image flickering as it reveals the manoeuvres of wars long past. 


Once per battle, after your opponent uses a Stratagem 
(excluding Command Re-roll), the bearer can use this Relic. If 
it does so, until the end of the battle, the Command point cost 
your opponent must pay to use that Stratagem again is increased 
by 1. 


'Let Trooper Sanis' execution be an . 
example to you all. Her loyalty was a flimsy 


shield over the cowardice in her soul, arot -— 
it was plain for me to see. Get back to | your. 

posts, lest I lay my Spam) upon each one 

of you in turn.' - 
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GATEKEEPER 
This mighty battle cannon crafted from thrice-blessed iron stood 
vigil on old Cadia, guarding the Cadian Gate for millennia. Under 
its rage have traitors and renegades alike met their doom. With its 
ward now destroyed, its machine spirit yearns for vengeance. 


TANK COMMANDER equipped with Leman Russ battle cannon only. 
This Relic replaces a Leman Russ battle cannon and has the 
following profile: 


WEAPON 
Gatekeeper ?2" 


RANGE TYPE S. AR. D 
Heavy D3+6 9 -3 3 
Abilities: Blast. Turret Weapon (pg 75). 


RELIC OF LOST CADIA 

Though Cadia was destroyed by the Thirteenth Black Crusade, 
its most sacred artefacts live on. The most meaningful amongst 
the medals and skulls of fallen heroes resonate with energies of 
defiance, inspiring those around them to acts of retribution. 


Capian model only. Once per battle, in any Command phase, the 
bearer can use this Relic. If it does so, until the end of the turn, 
the bearer gains the following ability: 


Relic of Lost Cadia (Aura): While a friendly CADIAN INFANTRY 
unit is within 6" of this model, improve the Weapon Skill and 
Ballistic Skill characteristics of models in that unit by 1 and add 
1 to the Attacks and Leadership characteristics of models in 
that unit. 


ORDER OF THE BASTIUM STELLARIS 


This magnificent decoration is worn in varying styles depending 
on the traditions — or ego — of those whose grim tenacity has 
earned it. Some carry a single medallion, while others may direct 
each of their aides to bear the Orders insignia, which is said to 
carry a fraction of the Emperors warding grace. 


INFANTRY model only. Each time an attack is made against the 
bearer's unit, an unmodified wound roll of 1-3 always fails, 
irrespective of any abilities that the weapon or the model 
making the attack may have. 
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‘What about the Falkites' third division? 
No, redirect them; the Yveni Depression — 
is lost, | need them at Imant. Pull in there 
fifth battalion. Demand an update fror 
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LEGACY OF KALLADIUS 

When the blood-soaked victory fields of Kalladius Secundus 
were scoured in the battles aftermath, the corpse of a giant 
champion of the Heretic Astartes was discovered. Hundreds of 
soldiers lay butchered around him, most of their bayonets barely 
having scratched the ancient power armour. Yet embedded in 
the corrupted flesh were dozens that had struck true. From their 
recovered tips were forged the teeth of this chainsword, its every 
swing said to strike like a host of vengeful troopers. 


Model equipped with chainsword only. This Relic replaces a 
chainsword and has the following profile: 


WEAPON 
Legacy of Kalladius 


RANGE TYPE SAPS 2D 


Melee Melee +1 -2 


Abilities: Each time the bearer fights, it makes 3 additional attacks 
with this weapon. 


PSY-SIGIL OF SANCTION 

Within this psycho-active icon — evoking the sanctioning authority 
of the Adeptus Astra Telepathica — empyric crystalline lattices 
enable the bearer to risk drawing even more power from the warp. 


PsYKER model only. 


* The bearer knows one additional psychic power from the 
Psykana discipline (pg 67). 

* The bearer can attempt to manifest one additional psychic 
power in your Psychic phase. 


ARMOUR OF GRAF TOSCHENKO 

Toschenko, famous on Vostroya for his indomitability against the 
Tau during the Nimbosa Crusade, wore ornate augmetic armour 
that has since been passed to a dozen spiritual descendants. 


+ Add 1 to the bearer’s Wounds characteristic. 
* The bearer has a Save characteristic of 2+. 


LAURELS OF COMMAND 


The Laurels of Command are a callous and controversial means 
to ensure obedience. Concealed within their peerless artistry is 

a band of empathic-impulsion circuitry which allows the wearer 
limited control over the minds of indoctrinated individuals via 
subliminal suggestion. Under their effects, even cowards fight to 
the last, while orders are executed in perfect synchronisation. 


OFFicerR model only. Once per battle, at the start of any phase 

in your opponent's turn, the bearer can issue one Order (pg 75) 
it knows from the following list, as if it were your Command 
phase (this cannot be an Order it has already issued this battle 
round): Fix Bayonets!; Take Cover!; At All Costs!; Show Them 
Steel, Show Them Contempt!; Remain Vigilant!; Shock and Awe! 


CLAW OF THE DESERT TIGERS 


Famously used by Captain Al'rahem of the Tallarn 3rd to take 
the head of the Aeldari Autarch Kaliell, this large, curved power 
sword was crafted by master artisans and is embellished with 
emblems of the desert. 


Model equipped with power sword or power sabre only. This 
Relic replaces a power sword or power sabre and has the 
following profile: 


WEAPON 


Claw of the 


RANGE TYPE S AP D 
Melee +2 3 


Melee 
Desert Tigers 


Abilities: Each time the bearer fights, it makes 2 additional attacks 
with this weapon. 


CLARION PROCLAMATUS 


Demands to hand this elaborate master vox over for crypto- 
mechanical analysis have somehow always been misfiled. 

Some believe its seamless case contains the bound essence of 

an Astropath, for its commanding transmissions are capable of 
reaching into the very minds of those the orders are intended for. 


COMMAND SQUAD model equipped with master vox only. Each 
time an OFFICER in the bearer's unit issues an Order (pg 75), 
when selecting a target for that Order, you can ignore the range 
restriction for that type of Order, but if you do so, you can only 
select a unit with the VOX-CASTER keyword as the target for that 
Order (all other rules for issuing Orders still apply). 


FINIAL OF THE NEMRODESH 1ST 


Formed during the Nemrodesh Crusade from regimental 
fragments, the Nemrodesh Ist was reconstituted after every 
engagement, yet fresh recruits somehow retained the regiments 
signature accuracy. Varying standards were flown by the regiment, 
but this ornate finial of a wreathed skull sat atop them all, its 
laurels miraculously untouched by war. The unflinching gaze 

of the skull is said to bestow a divine guidance to those fighting 
beneath it, their most improbable shots hitting their mark. 


COMMAND SQuAD model equipped with regimental standard only. 
The bearer gains the following ability: 


Finial of the Nemrodesh Ist (Aura): While a friendly ASTRA 
MILITARUM CORE unit is within 6" of this model's unit, each time 
a model in that unit makes a ranged attack, you can ignore any 
or all modifiers to that attack's hit roll roll and, if that attack is 
allocated to an enemy model, that enemy model cannot use any 
rules to ignore the wounds it loses. 


NULL COAT 


This void-black greatcoat was worn by the infamous Commissar 
Aygart, whom some Inquisitors suspect of being a psychic null. 
Some repressive and anti-empyric miasma saturates the coat, 
seemingly magnifying the wearer's distaste for heretical witchcraft. 


TEMPESTOR PRIME or COMMISSAR model only. 


* In your opponent's Psychic phase, the bearer can attempt to 


deny one psychic power as if it were a PSYKER. > 

* Add 1 to Deny the Witch tests taken for the bearer. a 
z 

THE EMPEROR'S FURY = 
R'S FUR = 

The wielder of this weapon brings the fury of a stellar eruption — 
onto every darkened battlefield, illuminating the heretic, the xenos mi 
and the mutant in every ruined and nightmarish domain where wn 


they abide. 


Model equipped with plasma pistol only. This Relic replaces a 
plasma pistol and has the following profile: 


WEAPON 
The Emperor's Fury 12" 


RANGE TYPE S AP D 
Pistol 3 8 3 


REFRACTOR FIELD GENERATOR 


The Adeptus Mechanicus gifted a regiment of the Militarum 
Tempestus with this advanced prismatic projector 

after the troopers successfully cleansed Lurea IX of a 
Genestealer infestation. 


TEMPESTOR PRIME model only. The 
bearer gains the following ability: 


Refractor Field Generator 
(Aura): While a friendly 
MILITARUM TEMPESTUS 
INFANTRY unit is within 

6" of this model, models 

in that unit have a 5+ * 
invulnerable save. " 
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DATASHEETS 


This section contains the datasheets that you will need to fight battles with your Astra Militarum miniatures. 
You can find out how to use datasheets in the Warhammer 40,000 Core Book. 


WARGEAR & WEAPON LISTS 


The weapon profiles found on a unit's datasheet describe the 
primary weapons that models in that unit can be equipped with. 
Some weapons are only referenced on a datasheet; profiles for 
these, and all other weapons, can be found on pages 144-147. 


ABILITIES 


A unit's datasheet will list all the abilities it has. Certain 
abilities that are common to many units are only referenced 
on the datasheets rather than described in full. These are 
described below. 


TURRET WEAPONS 


The primary weapons of Astra Militarum war engines are housed 
in armoured turrets, which are raised to ensure clear fire lanes 
and embedded with a variety of targeting aids. 


Some Astra Militarum ranged weapons are turret weapons and 
have the Turret Weapon ability in their profile. Each time a 
model with such a weapon is selected to shoot: 


* If that model is within Engagement Range of any enemy 
units, it can still target and resolve attacks against enemy units 
that are not within Engagement Range of it with weapons 
with this ability. Note that when making such attacks, you 
must still subtract 1 from hit rolls due to enemy models being 
within Engagement Range. 

* Each time that model makes an attack with that weapon, add 
1 to that attacks hit roll. 


REGIMENTAL TACTICS 


Imperial Guardsmen do not fight alone, but alongside their 
brother and sister soldiers in supporting platoons, companies, 
squadrons and regiments. When an order is issued, it is carried 
down the chain of command, spreading to every soldier. 


If every model from your army (excluding AGENT OF 
THE IMPERIUM and UNALIGNED models) has the ASTRA 
MILITARUM keyword: 


* Each time an OFFICER from your army issues a Regimental or 
Prefectus Order (see right) to a unit with this ability, you can 
select one or more other friendly PLATOON units within 6" of 
that unit; those PLATOON units are also affected by that Order. 

* Each time an OFFICER from your army issues a Mechanised 
Order (see right) to a unit with this ability, you can select one 
or more other friendly SQuADRON units within 6" of that unit; 
those SQUADRON units are also affected by that Order. 


VOICE OF COMMAND 

Raised and trained to instil unwavering obedience, officers of the 
Imperial Guard command authority and respect and issue orders 
with imperious bellows that cut through the clamour of war. 


In your Command phase, ASTRA MILITARUM OFFICERS from 
your army can issue Orders. There are three types of Orders 

- Regimental Orders (pg 76), Prefectus Orders (pg 77) and 
Mechanised Orders (pg 78). The Commanding Authority 
section of each OFFiCER' datasheet will specify which types of 
Orders that OFFICER knows, and how many Orders it can issue 
per turn. 


Each time an OFFICER issues an Order, you must select one of the 
Orders it knows. This can be an Order that was already issued 
by another friendly OFFICER this turn, but the same OFFICER 
cannot attempt to issue the same Order more than once in the 
same battle round. 


You must then select a target unit for that Order to be issued to. 
If issuing a Regimental or Prefectus Order, select one friendly 
PLATOON unit within 6" of that OFFICER' unit. If issuing a 
Mecnanised Order, select one friendly SQUADRON unit within 12" 
of that OFFICER unit. 


The unit you selected is then affected by that Order. A unit can 
only be affected by one Order at a time. If a unit is being affected 
by an Order when it is selected to be affected by another Order, 
the new Order immediately replaces the old one. 


E OrricERs can issue Orders in your Command phase. 

lll The types of Order an OFFICER knows and the number they — 
can issue are described on their datasheet. = 

Ill Regimental and Prefectus Orders: select one friendly 
PLATOON unit within 6", . 

lll Mechanised Orders: select one friendly SQUADRON unit 
within 12". i 

lll A unit can only be affected by one Order at a time. x» 


Disembarking Officers 

If, in your Movement phase, an OFFICER from your army 
disembarks from a TRANSPORT model, after that OFFICER's unit 
has been set up it can issue Orders as if it were your Command 
phase. However, when doing so, the Regimental Tactics ability 
(see left) does not apply, even if every model from your army 
has the ASTRA MILITARUM keyword. Note that an OFFICER cannot 
issue Orders in this way when disembarking from a destroyed 
TRANSPORT model. 


Wi OrricERs can issue Orders after disembarking froma — 
TRANSPORT model (unless it was destroyed). — — 
E When doing so, Regimental Tactics does not apply. = — 


Forging their battle plans in the flesh and blood of the Astra Militarums soldiers, 
officers dictate the shape of the unfolding war with sweeping strategies. 


First Rank, Fire! 


Second Rank, Fire! 

By sheer weight of fire, the soldiers of 
the Astra Militarum can annihilate 
whole armies of enemies when 
correctly organised. 


Until the end of your next Shooting 
phase, change the Type of all lasguns 
and hot-shot lasguns models in this 
unit are equipped with to Heavy 3. 


Take Aim! 

Amidst battles din, the bellowed 
instructions of an officer recall the 
countless days each soldier spent 
conducting targeted fire drills. 


Until the end of your next Shooting 
phase, each time a model in this 

unit makes a ranged attack, add 1 to 
that attack's hit roll and improve the 
Armour Penetration characteristic of 
that attack by 1. 


Fix Bayonets! 

Officers stir their soldiers’ ire, 
exhorting them to aim for the 
enemys weaknesses. 


Until the end of the next Fight phase, 
each time a model in this unit makes 
a melee attack, add 1 to that attack's 
hit roll and improve the Armour 
Penetration characteristic of that 
attack by 1. 


Take Cover! 

Often the most efficient response 
to overwhelming enemy fire is to 
maximise available cover, ensuring 
soldiers survive to retaliate. 


Until the start of your next Command 
phase, each time an attack is allocated 
to a model in this unit, models in 

this unit receive the benefits of Light 
Cover against that attack (see the 
Warhammer 40,000 Core Book). Ifa 
unit affected by this Order is already 
receiving the benefits of Light Cover, 
it additionally receives the benefits of 
Dense Cover against that attack (see 
the Warhammer 40,000 Core Book). 


Move! Move! Move! 

When need dictates, Imperial Guard 
soldiers are ordered to move double- 
time to close with the enemy or secure 
an open flank. 


* Until the end of your next 
Movement phase, if this unit makes 
a Normal Move, add 2" to the Move 
characteristic of models in this unit. 

e Until the end of your next 
Movement phase, if this unit 
Advances, do not make an Advance 
roll. Instead, until the end of 
the phase, add 6" to the Move 
characteristic of models in this unit. 


Suppression Fire! 

Ordered to focus a rapid and repeated 
volley of fire, soldiers are able to rattle 
even the staunchest foe with a blizzard 
of shots. 


In your next Shooting phase, the first 
time this unit is selected to shoot, you 
can select one enemy INFANTRY unit 
that is visible to it. If you do so: 


* Models in this unit can only 
make attacks against that enemy 
unit that phase (and only if that 
enemy unit is an eligible target for 
those attacks). 

* Ifthis unit scores 5 or more hits 
against that enemy unit, then until 
the end of your opponent' next 
turn, that enemy unit is suppressed. 
While a unit is suppressed, each 
time a model in that unit makes an 
attack, subtract 1 from that attack's 
hit roll. 
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PREFECTUS ORDERS 


With visionary inspiration and explicit threats, Commissars' commands speak to the 
very souls of the soldiers they lead, steeling them against laxity. 


Forwards, for the Emperor! 
With the correct motivation, Astra 
Militarum soldiers can march at full 
pace without eschewing their duty to 
fire upon their enemy. 


Until the end of your next Shooting 
phase, when this unit is selected to 
shoot, if it made a Normal Move or 
Advanced in your previous Movement 
phase, then until the end of that 
Shooting phase it counts as having 
Remained Stationary. 


Duty and Honour! 

With a flurry of directives, a brutal 
regimen of organisation can be imposed 
with absolute authority, reminding 
soldiers of their duty. 


Until the start of your next Command 
phase, this unit can still perform 
actions in a turn in which it Fell Back 
or Advanced, and it can shoot without 
any actions it is performing failing. 


Get Back in the Fight! 

To retreat is not always to concede 
defeat, and a tactical withdrawal 

can open up new opportunities to 

demonstrate loyalty. 


Until the start of your next Command 
phase, this unit is eligible to shoot 

or charge (but not both) in a turn in 
which it Fell Back. 


At All Costs! 


In the face of a stentorian ultimatum, 
even wavering soldiers can be induced 
to doggedly hold the line, no matter 
the odds. 


Until the end of your next Command 
phase, this unit gains the Objective 
Secured ability (see the Warhammer 
40,000 Core Book). If this unit already 
has this ability, until the end of your 
next Command phase, models in this 
unit count as one additional model 
when determining control of an 
objective marker. 


Show Them Steel, Show 
Them Contempt! 

With the officers clarion call ringing 
in their ears, soldiers lose all sense 
of doubt, faith shielding their souls 


from malevolence. 


Until the start of your next 
Command phase: 


* Add 1 to the Leadership 
characteristic of models in this unit. 

e Each time a model in this unit 
would lose a wound as a result of a 
mortal wound, roll one D6: on a 5+, 
that wound is not lost. 


Remain Vigilant! 

Loudly cautioning against laxity and 
indolence, the officer instigates searches 
and watches on every front, guarding 
against flanks being overrun, enemy 
ambushes and unforeseen assaults. 


Until the start of your next 
Command phase: 


* Enemy units that are set up on 
the battlefield as Reinforcements 
cannot be set up within 12" of 
this unit. 

* If an enemy unit declares a charge 
against this unit and this unit is not 
within Engagement Range of any 
enemy units, it can Hold Steady. If 
it does so, then until the end of the 
phase, any Overwatch attacks made 
by models in this unit score hits on 
unmodified rolls of 5+, instead of 6. 


MECHANISED ORDERS 


Crews of Astra Militarum war engines respond like a well-oiled machine to the 
specialist directives of officers steeped in armoured warfare. 


Pound Them to Dust! 
Drilled endlessly, gunners crewing 
the largest ordnance are directed 
to make every shot count ina 
precision barrage. 


Until the end of your next Shooting 
phase, each time this unit is 
selected to shoot, for the purposes 
of determining how many attacks 
are made by Blast weapons models 
in this unit are equipped with, 
double the number of models in the 
target unit. 


Full Throttle! 


The officer commands crews to 
rouse their engines, pushing past 
tolerances to roll forward at speed 
and outmanoeuvre the foe. 


¢ Until the end of your next 
Movement phase, add 2" to the 
Move characteristic of models in 
this unit. 

e Until the end of your next 
Shooting phase, when this unit is 
selected to shoot, if it Advanced 
during your previous Movement 
phase, then until the end of 
the phase it counts as having 
Remained Stationary. 


Gunners, Kill on Sight! 
Collating gunnery data, the officer 
relays it to their crews. Trigger fingers 
at the ready, they know exactly where 
the foe will be. 


Until the end of your next Shooting 
phase, each time a model in this unit 
makes a ranged attack, re-roll a hit 
roll of 1. 


Blitz Them! 


With a sudden alteration of speed 
and direction, crews turn their war 
engine into a weapon, ploughing into 
the foe like an iron grox. 


Until the end of your next 
Charge phase: 


* Add 1 to charge rolls made for 
this unit. 

* Ifthis unit makes a charge move 
this turn, select one enemy unit 
within Engagement Range of this 
unit and roll one D6, adding 1 
if this unit has the DOZER BLADE 
keyword: on a 4+, that enemy unit 
suffers D3 mortal wounds. 


Shock and Awe! 


Ordered to seal hatches, deploy 
deafening countermeasures and 
commit aggressive advances, tanks 
become intimidating bastions. 


Until the end of your next 
Command phase, this unit gains the 
Objective Secured ability (see the 
Warhammer 40,000 Core Book). 


Pinning Fire! 

Via area denial bombardments or 
delayed blast shells, tank crews can 
paralyse enemy advances, pinning 
down the swiftest foe. 


In your next Shooting phase, the 
first time this unit is selected to 
shoot, you can select one enemy 
INFANTRY unit that is visible to it. If 
you do so: 


* Models in this unit can only 
make attacks against that enemy 
unit this phase (and only if that 
enemy unit is an eligible target for 
those attacks). 

* If this unit scores 5 or more hits 
against that enemy unit, then until 
the end of your opponent's next 
turn, that enemy unit is pinned. 
While a unit is pinned, subtract 

2" from the Move characteristic of 

models in that unit. 
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1 Lord Solar Leontus 12" 


LORD SOLAR LEONTU 


Lord Solar Leontus is equipped with: Sol's Righteous Gaze; Conquest. Your army can only include one LORD SOLAR 
LEONTUS model. 


Sol's Righteous Gaze 1e Pistol 2 
Conquest Melee Melee 


Voice of Command, Regimental Tactics (pg 75) 


Artificer Refractor Helm: This model has a 4« 
invulnerable save. Each time an attack is allocated to this 
model, halve the Damage characteristic of that attack 
(rounding up) 


The Collegiate Astrolex: After your opponent has revealed 
their secondary objectives or Agendas for a battle, if your 
army contains this model, you can choose to change 

one of your secondary objectives or Agendas (following 
the normal rules for selecting secondary objectives or 
Agendas). If you do not choose to do so, or if your battle 


does not use selectable secondary objectives or Agendas, 


then at the start of the first Command phase of the battle, 
ional Command point 


This model knows Regimental Orders, Prefectus Orders and Mechanised Orders (pg 76-78). In your Command phase, it 
can issue up to three Orders. In addition to the normal units that can be selected for Regimental and Prefectus Orders, 
this model can issue Regimental and Prefectus Orders to friendly INFANTRY OFFICER and MILITARUM AUXILLA units. In 
addition to the normal units that can be selected for Mechanised Orders, this model can issue Mechanised Orders to 


friendly VEHICLE OFFICER and SUPER-HEAVY units 


Heroic Senior Officer (Aura): While a friendly ASTRA 
MILITARUM CORE unit is within 6" of this model, each time 
a model in that unit makes an attack, re-roll a hit roll of 1 


wound roll of 1 


Lord Commander Solar: In your Command phase, you 
can select one friendly ASTRA MILITARUM CORE, ASTRA 
MILITARUM CHARACTER Or ASTRA MILITARUM BATTLE TANK 
unit within 6" of this model. Until the start of your next 
Command phase, each time a model in that unit makes 
an attack, you can re-roll the hit roll (if that unit is a CORE 
unit, you can also re-roll the wound roll) 


Arcadian Leontus wields 
entire armies of the 

Astra Militarum against 
apocalyptic invasions and 
sector-wide insurgencies 
A war scholar and 

master tactician, the 

Lord Commander Solar 
bestrides the battlefield 
on his cybernetic stallion, 
— Konstantin, levelling his 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 


KEYWORDS: CAVALRY, CHARACTER, SUPREME COMMANDER, OFFICER, REGIMENTAL, LORD SOLAR LEONTUS 


blade at the foe as he 
bellows his orders 


The Lord Castellan of 
Cadia is a forbidding and 
implacable strategist, and 
a symbol of the enduring 
indomitability of Cadia's 
armies. Ursula Creed's 
superior generalship, 
forged over long years, has 
seen her lead numerous 
Imperial armies to victory 
against the enemies that 
threaten the Imperium 


URSULA CREED 


4 power 


Duty and Vengeance 5 
Power sword Melee Melee +1 
ABIL LITIES - Ww I Lm o We EET 


Voice of Command, Regimental Tactics [pg 75) 


Lord Castellan's Fury: Each time this model issues an 
Order to a unit, until the start of your next Command 


phase, each time a model in that unit makes a ranged 
attack, add 1 to the Strength characteristic of that attack 
Note that this ability only affects the original target of that 
Order, and not any additional units that are affected bu 
that Order using the Regimental Tactics ability. 
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Refractor Field: This model has a 5+ invulnerable save. 


Tactical Genius: While this model is on the battlefield, you 
can use the Command Re-roll Stratagem up to twice per 
phase, instead of only once. 


Senior Officer (Aura): While a friendly ASTRA MILITARUM 


CORE unit is within 6" of this model, each time a model in 
that unit makes an attack, re-roll a hit roll of 1 


This model knows Regimental Orders (pg 76). In your Command phase, it can issue up to three Orders. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CADIAN 
KEYWORDS: CHARACTER, INFANTRY, OFFICER, REGIMENTAL, COMMANDANT, URSULA CREED 


CADIAN CASTELLAN 


No. Name M 


1 Cadian Castellan 6 3+ 3+ 3 3 5 4 9 S+ 


A Cadian Castellan is equipped with: laspistol; chainsword; frag grenades. 


WEAPON RANGE TYPE S AP D ABILITIES = A 
Laspistol 12 Pistol 1 3 0 1 

Each time the bearer fights, it mak dditional attack with 
fiinsword aeaa (ise eU ach time the bearer fights, it makes 1 additional attack wi 


this weapon. 


* This model's chainsword can be replaced with one of the following: 1 boltgun; 1 power fist; 1 power sword 
* This model's laspistol can be replaced with one of the following: 1 bolt pistol; 1 plasma pistol 


Voice of Command, Regimental Tactics [pg 75) Senior Officer (Aura): While a friendly ASTRA MILITARUM 


Refractor Field: This model has a 5+ invulnerable save CORE unit is within 6" of this model, each time a model in 
that unit makes an attack, re-roll a hit roll of 1 


Strategic senior officers 


often ranking as Captains 
This model knows Regimental Orders (pg 76). In your Command phase, it can issue up to two Orders. or Colonels, Cadian 


Castellans are authoritative 
leaders of the fallen 
world's forces. Bearing a 
panoply of armaments and 
insignia that mark their 
high office, they wield their 
weapons as skilfully as 
they command the soldiers 
beneath them 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CADIAN 
KEYWORDS: INFANTRY, CHARACTER, OFFICER, REGIMENTAL, COMMANDANT, CASTELLAN 


TANK COMMANDER 10 rower 


Some of this model's characteristics change as it suffers damage, as shown below: 


1 Tank Commander (7+ wounds remaining) 1 6+ 4 ? 8 13 f ? 2+ 
Tank Commander (4-6 wounds remaining} 6+ 5 ? 8 N/A  D6 ? 2+ 
Tank Commander (1-3 wounds remaining) 6 6+ ? 8 N/A ? 2+ 


A Tank Commander is equipped with: lascannon; Leman Russ battle cannon. 


Demolisher battle cannon 24 Heavy D6 10 -3 03+3 Blast. Turret Weapon (pg 75). 


Blast. Turret Weapon (pg 75). Each time an 
attack is made with this weapon, the target 
does not receive the benefits of Light Cover 
against that attack. 


Eradicator nova cannon 36" HeavyD3+6 6 -2 2 


Executioner plasmacannon Before selecting targets, select one of the profiles below to make attacks with. 
- Standard 36 Heavy D6+3  ? -4 2 Blast. Turret Weapon (pg 75). 


Blast. Turret Weapon (pg 75). Each time an 
unmodified hit roll of 1 is made for an attack 


- Supercharge 36 Heavy D6+3 8 -4 3 with this weapon profile, the bearer suffers 
1 mortal wound after shooting with this 
weapon. 

Exterminator autocannon 48"  Heavy6 8 -2 2  TurretWeapon (pg 75) 

Lascannon 48 Heavy 1 9 -3 D6 

Leman Russ battle cannon 72"  HeavyD6+3 8 -2 3 Blast. Turret Weapon (pg 75). 

Punisher gatling cannon 24 Heavy 20 6 E! 1  TurretWeapon (pg ?5) 
Turret Weapon [pg 75). Each time an attack 
is made with this weapon, if that attack 

Vanquisher battle cannon ?2"  Heavyi 14 -5 0D3«6 E gee ed 


saving throws cannot be made against that 
attack and the target suffers D3 mortal 
wounds in addition to any normal damage. 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


lad 
goce characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 


that attack. 


* This model's Leman Russ battle cannon can be replaced with one of the following: 1 demolisher battle cannon; 1 
eradicator nova cannon; 1 executioner plasma cannon; 1 exterminator autocannon; 1 punisher gatling cannon; 1 
vanquisher battle cannon. 

* This model's lascannon can be replaced with one of the following: 1 heavy bolter; 1 heavy flamer. 

* This model can be equipped with one of the following: 2 heavy bolters; 2 heavy flamers; 2 multi-meltas; 2 Militarum 
plasma cannons. 

* This model can be equipped with one of the following: 1 heavy stubber; 1 storm bolter. 

* This model can be equipped with 1 dozer blade 

* This model can be equipped with 1 hunter-killer missile. 


i * This model can be equipped with 1 armoured tracks. 
Tank Commanders lead 


squadrons, companies : 
or even whole regiments ABILITIES 
of armoured behemoths Voice of Command, Regimental Tactics (pg 75) 


From within their tank, . 
they task their gunners Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 


with pinpoint targeting within 6" suffers D3 mortal wounds. 


‘COMMANDING AUTHORITY 


actions and broadcast 
orders to the crews of 
other war engines, or, in a This model knows Mechanised Orders (pg ?8). In your Command phase, it can issue one Order. 


visible symbol of Imperial 
power, bellow commands FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
from the cupola KEYWORDS: VEHICLE, CHARACTER, OFFICER, BATTLE TANK, SMOKE, REGIMENTAL, TANK COMMANDER 


PLATOON COMMAND SQUAD 4 power 


No. Name M'.WS.BS .S TON 
4* Veteran Guardsman 6 4+ 4+ 3 3 1 
1 Platoon Commander 6" 3+ 3+ 3 3 4 
0-1* Veteran Heavy Weapons Team 6" 4+ 4+ 3 3 2 4 ? 54 


* 2 Veteran Guardsman models in this unit can be replaced with 1 Veteran Heavy Weapons Team model. If this is the case, 
this unit will only contain 2 Veteran Guardsman models. 

* The Platoon Commander is equipped with: laspistol; frag grenades. 

* Every Veteran Guardsman is equipped with: lasgun; laspistol; frag grenades. 

* A Veteran Heavy Weapons Team is equipped with: heavy bolter; lasgun; frag grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 
Lasgun 24 Rapid Fire 1 3 0 1 
Laspistol 12: Pistol 1 3 0 lt 


OTHER WARGEAR ABILITIES 


The bearer gains the VOX-CASTER keuword. Each time an OFFICER in the bearer's unit issues an 
Order (pg 75), you can increase the range at which that order can be issued to 24", but only if 


Master vo 
Aag you select a friendly VOX-CASTER unit to issue that order to (all other rules for issuing Orders 
still apply). 
Medi-pack The bearer gains the MEDIC keyword. Each time a model in this unit would lose a wound, roll one 


D6: on a S+, that wound is not lost. 


The bearer gains the REGIMENTAL STANDARD keyword and the following ability: ‘Regimental 
Regimental standard Standard (Aura): While a friendly ASTRA MILITARUM CORE unit is within 6" of the bearer's unit, 
each time a model in that ASTRA MILITARUM CORE unit makes an attack, re-roll a wound roll of 1.’ 


WARGEAR OPTIONS 


* Any number of Veteran Guardsmen can each have their lasgun replaced with 1 chainsword. 


* Any number of Veteran Guardsmen can each have their lasgun replaced with one of the following: 1 flamer; 1 grenade 
launcher; 1 heavy flamer; 1 meltagun; 1 plasma gun; 1 sniper rifle.** 

* 1 Veteran Guardsman equipped with a lasgun or chainsword can be equipped with 1 master vox.*** 

* 1 Veteran Guardsman equipped with a lasgun or chainsword can be equipped with 1 medi-pack.*** 

* 1 Veteran Guardsman equipped with a lasgun or chainsword can be equipped with 1 regimental standard.*** 

* The Platoon Commander's laspistol can be replaced with one ofthe following: 1 bolt pistol; 1 boltgun; 1 plasma pistol. 

* The Platoon Commander can be equipped with one of the following: 1 chainsword; 1 power fist; 1 power sword. 

* The Veteran Heavy Weapons Team's heavy bolter can be replaced with one of the following: 1 autocannon; 1 
lascannon; 1 missile launcher; 1 mortar. 


** You cannot select the same weapon more than once per unit 
*** A model can only take one of these options, and if it does so its lasgun cannot be replaced. 


ABILITIES 


Voice of Command, Regimental Tactics (pg 75) 


Refractor Field: The COMMANDER model has a 5+ invulnerable save. 


COMMANDING AUTHORITY 


The COMMANDER model knows Regimental Orders (pg 76). In your Command phase, it can issue one Order. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS (PLATOON COMMANDER): INFANTRY, CHARACTER, OFFICER, REGIMENTAL, COMMANDER 
KEYWORDS (OTHER MODELS): INFANTRY, REGIMENTAL, COMMAND SQUAD 


Officers are known by 
many titles, but all are 
authoritative tacticians, 
trained to demolish the 
foe by wielding their 
troops as an extension 
of themselves. At many 
levels of hierarchy, the 
commanding officer is 
accompanied by a staff 
of veteran soldiers and 
specialists, supporting the 
commander's strategies 


Serving in one of the most 
outstanding of regiments, 
Cadia's officer class are 
exceptional leaders of 
Humanity. Trained to be 
the best, they expect no 
less from the troops under 
their command. Some 

are as inspiring as the 
standards carried in their 
wake, and as motivational 
as the curt orders issued 
by their vox operators 


CADIAN COMMAND SQUAD 4 power 
4 Cadian Veteran Guardsman 6” 4+ 4+ 3 3 1 2 ? 5+ 
1  Cadian Commander 6° ITIN 3 3 4 3 8 5+ 


* The Cadian Commander is equipped with: laspistol; chainsword; frag grenades. 

* One Cadian Veteran Guardsman is equipped with: lasgun; regimental standard; frag grenades. 
* One Cadian Veteran Guardsman is equipped with: lasgun; medi-pack; frag grenades. 

* One Cadian Veteran Guardsman is equipped with: laspistol; master vox; frag grenades. 

* One Cadian Veteran Guardsman is equipped with: laspistol; chainsword; frag grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 

Bolt pistol 12" Pistol 1 4 0 1 

Lasgun 24" ‘Rapid Fire 1 3 0 ESSN 

Laspistol 12" Pistol 1 3 0 1 

Chaineward Males. Wales Uss 0 Each time the bearer fights, itmakes 1 


additional attack with this weapon. 


OTHER WARGEAR ABILITIES 


The bearer gains the MEDIC keyword. Each time a model in this unit would lose a wound, roll one 


Medi-pack 
i E D6: on a 5+, that wound is not lost. 
The bearer gains the REGIMENTAL STANDARD keyword and the following ability: ‘Regimental 
Regimental standard Standard (Aura): While a friendly ASTRA MILITARUM CORE unit is within 6" of the bearer's unit, 
each time a model in that ASTRA MILITARUM CORE unit makes an attack, re-roll a wound roll of 1." 
The bearer gains the VOX-CASTER keyword. Each time an OFFICER in the bearer's unit issues an 
ndun Order (pg 75), you can increase the range at which that order can be issued to 24", but only if 


you select a friendly VOX-CASTER unit to issue that order to (all other rules for issuing Orders 
still apply). 


WARGEAR OPTIONS 


* 1 Cadian Veteran Guardsman's lasgun and regimental standard can be replaced with one of the following: 1 flamer; 1 


grenade launcher; 1 meltagun; 1 plasma gun. 

* 1 Cadian Veteran Guardsman's laspistol can be replaced with one of the following: 1 bolt pistol; 1 plasma pistol. 

* 1 Cadian Veteran Guardsman's chainsword can be replaced with one of the following: 1 flamer; 1 grenade launcher; 1 
meltagun; 1 plasma gun; 1 power fist; 1 power sword. 

* The Cadian Commander's chainsword can be replaced with one of the following: 1 power fist; 1 power sword. 

* The Cadian Commander's laspistol can be replaced with one of the following: 1 bolt pistol; 1 plasma pistol. 


Voice of Command, Regimental Tactics (pg 75) 


Refractor Field: The CADIAN COMMANDER model has a 5+ invulnerable save. 


COMMANDING AUTHORITY 


The CADIAN COMMANDER model knows Regimental Orders (pg 76). In your Command phase, it can issue one Order. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CADIAN 
KEYWORDS (CADIAN COMMANDER): INFANTRY, CHARACTER, OFFICER, REGIMENTAL, CADIAN COMMANDER 
KEYWORDS (CADIAN VETERAN GUARDSMAN): INFANTRY, REGIMENTAL, COMMAND SQUAD 


EI 


Fy VINOS Maul e 


'IRON HAND' STRAKEN 4 power 


No. Name M-WS BS S T W A "id .Se 
1 ‘Iron Hand’ Straken 6" 2+ 3+ 6 4 5 6 9 3+ 


‘Iron Hand’ Straken is equipped with: auto shotgun; plasma pistol; bionic arm with devil's claw; frag grenades; krak grenades. 
Your army can only include one ‘IRON HAND’ STRAKEN model. 


WEAPON RANGE TYPE : 
Auto shotgun 12" Assault 3 E 0 2 
Bionic arm with devil's claw Melee Melee User -3 2 - 
Voice of Command, Regimental Tactics (pg 75) Cold Steel and Courage: Each time this model issues 


an Order to a unit, until the start of your next Command 
phase, each time a model in that unit makes a melee 
attack, unless the target of that attack is a VEHICLE unit, 
an unmodified hit roll of 6 automatically wounds the 
target. Note that this ability only affects the original target 
of that Order, and not any additional units that are affected 
by that Order using the Regimental Tactics ability. Commanding the Catachan 
Extensive Bionics: This model has a 4+ II - the ‘Green Vipers’ - 
invulnerable save. Colonel 'Iron Hand' Straken 
is a bullish, practical and 


Senior Officer (Aura): While a friendly ASTRA MILITARUM 
CORE unit is within 6" of this model, each time a model in 
that unit makes an attack, re-roli a hit roil of 1. 

Been There, Seen It, Killed It: Each time this model makes 


a melee attack against an enemy MONSTER unit, you can 
re-roll the wound roll. 


COMMANDING AUTHORITY cunning officer. Having 
This model knows Regimental Orders (pg 76). In your Command phase, it can issue up to two Orders. survived dire yeun ds, 
Straken's extensive 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CATACHAN bionics magnify his innate 
KEYWORDS: INFANTRY, CHARACTER, ÜFFICER, REGIMENTAL, COMMANDANT, 'IRON HAND' STRAKEN strength. He leads from the 
cC RSudew V gg. A ee EK Our LAECODINED A ee D ww s imme si front, loudly encouraging 


his troops as he visibly 
crushes the enemy with 
sweeping blows 


PRIMARIS PSYKER 


No. Name MWS. “BS SS wh 
1  Primaris Psyker 6" 3+ 3+ 3 3 4 


A Primaris Psyker is equipped with: laspistol; force stave. 


WEAPON RANGE TYPE S AP D ABILITIES 
Laspistol 12" Pistol 1 3 0 1 
Force stave Melee Melee *3 -1 D3 - 


This model can attempt to manifest two psychic powers in your Psychic phase and attempt to deny one psychic power 
in your opponent's Psychic phase. It knows Smite and two psychic powers from the Psykana discipline (pg 67). 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, CHARACTER, PSYKER, MILITARUM AUXILLA, PRIMARIS PSYKER 


Primaris Psykers' 

empyrically attuned minds 

are steeled against the 

inca i i oie risked by 
n 


unsanctioned wielders of 
warp powers. These battle- 
trained psykers support 
the Astra Militarum’s wars 
with eerie foretelling, 
warding soldiers against 
the enemy's witchcraft and 
unleashing tempests of 
their own psychic might 


Ibram Gaunt combines 
the positions of feared 
political officer and the 
regimental commander of 
the Tanith First and Only 
Joined by the regiment's 
stealthy and deadly 
officers and soldiers - 
those known as Gaunt's 
Ghosts - Gaunt's infamous 
raids, secretive missions 
and unlikely victories have 
cemented his legend 


1  Colonel-Commissar Ibram Gaunt 6 
1 Colonel Colm Corbec 6" 
1  MajorElim Rawne 6" 
1  MasterSniperHlaine Larkin 6" 
1 Trooper ‘Try Again’ Bragg 6 
1  ScoutSergeant Oan Mkoll 6" 


Your army can only include one GAUNT'S GHOSTS unit. 


6 POWER 
S T WA 

24 2+ 3 3 E 3 9 4+ 
3+ 3+ 3 3 4 3 8 5+ 
3+ 3+ 3 3 3 3 ? 54 
3+ 2+ 3 3 2 1 6 5+ 
AT A ee ee ey ee TS 
2+ 2+ 3 3 2 4 ? S+ 


* Colonel-Commissar Ibram Gaunt is equipped with: bolt pistol; Gaunt's chainsword; straight silver knife; frag grenades. 
* Colonel Colm Corbec is equipped with: Corbec's hot-shot lascarbine; straight silver knife; frag grenades. 

* Major Elim Rawne is equipped with: lascarbine; straight silver knife; frag grenades. 

* Master Sniper Hlaine Larkin is equipped with: Larkin's long-las; straight silver knife; frag grenades. 

* Trooper ‘Try Again’ Bragg is equipped with: autocannon; straight silver knife; frag grenades. 


Heavy 2 ? 1 


Autocannon 48" 


Bolt pistol 12" Pistol 1 4 0 
's hot-sh 

Corbec's hot-shot 24" Assault 3 2 
lascarbine 

Lascarbine 24" Assault 3 3 0 
Larkin's long-las 36" Heavy 1 5 2 
Gaunt'schainsword Melee Melee User -1 
Straight silver knife Melee Melee User 1 


* Scout Sergeant Oan Mkoll is equipped with: lascarbine; straight silver knife; frag grenades. 


Each time you select a target for this weapon, you can 
"ignore the Look Out, Sir rule. Each time an attack is 
3 made with this weapon, on an unmodified wound roll 
of 6, the target suffers D3 mortal wounds in addition 
to any normal damage 


Each time the bearer fights, it makes D3 additional 
attacks with this weapon. 


Voice of Command, Regimental Tactics (pg 75) 


Covert Stealth Team: During deployment, when you set 
up this unit, it can be set up anywhere on the battlefield 
that is more than 9" away from the enemy deployment 
zone and any enemy models. 


Tanith Camo-cloak: This unit is not an eligible target for 
ranged attacks if it is more than 18" away from the firing 
unit. Each time a ranged attack is made against this 

unit, subtract 1 from that attack's hit roll. Each time a 
ranged attack is allocated to a model in this unit while it is 
receiving the benefits of cover, add an additional 1 to any 
armour saving throws made against that attack. 


Colonel-Commissar Ibram Gaunt: Each time this unit 
takes a Morale test, if it contains Colonel-Commissar 
Ibram Gaunt, that test is automatically passed. 


Major Elim Rawne: At the start of the Fight phase, if this 
unit contains Major Elim Rawne, select one enemy unit 
within Engagement Range of this unit. That unit cannot 
fight until after all other eligible units from your army have 
done so. 


NDING AUTHORITY —- 


Colonel Colm Corbec: Once per battle round, if this unit 
contains Colonel Colm Corbec, when this unit is selected 
for an Astra Militarum or Core Stratagem, that Stratagem 
costs one fewer CPs to use (to a minimum of OCP). Note 
that the CP cost is only reduced by 1CP for that use of the 
Stratagem; any future usages of it cost the normal amount 
of CPs 


Master Sniper Hlaine Larkin: Each time a model in this 
unit makes a ranged attack, if this unit contains Master 
Sniper Hlaine Larkin, the target does not receive the 
benefits of cover against that attack 

Trooper ‘Try Again’ Bragg: Trooper ‘Try Again’ Bragg does 
not suffer the penalty to hit rolls incurred for firing Heavy 
weapons in the same turn that its unit has moved. In 
addition, in your Shooting phase, after this unit has 
finished making its attacks, if no hits were scored with 
Trooper ‘Try Again’ Bragg's autocannon, Trooper ‘Try Again’ 
Bragg can immediately shoot again with its autocannon 


Scout Sergeant Oan Mkoll: While this unit contains 
Scout Sergeant Oan Mkoll, models in this unit have a 5+ 
invulnerable save. 


The COLONEL-COMMISSAR IBRAM GAUNT model knows Regimental and Prefectus Orders (pg 76-77). In your Command 


phase, it can issue up to two Orders. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, TANITH 
KEYWORDS (COLONEL-COMMISSAR IBRAM GAUNT): INFANTRY, CHARACTER, OFFICER, OFFICIO PREFECTUS, 


COLONEL-COMMISSAR IBRAM GAUNT 


KEYWORDS (OTHER MODELS): INFANTRY, GAUNT'S GHOSTS 


‘There are some generals 
who surround themselves 
with lickspittle aides, soiling 
their breeches at the merest 
glimpse of a battlefield. 
Give me a void-hardened 
commodore, a soot-stained 
artillerist and a blind seer, 
and I will show you what 

the greatest armies are 
capable of.’ 


- Lord General Yvenn Kataryn 
von Gorhidius, taking command of 


the 57th Grand Army 


REGIMENTAL ATTACHES 
AND BODYGUARDS 


When mustering your army, any ATTACHE 
models on your army roster must be 
added to friendly COMMAND SQuAD units 
from your army. No more than one of 
each type of ATTACHE model can be added 
to each COMMAND SQUAD unit. If it is not 
possible to add a ATTACHE model to a 
unit in this way, that model cannot be 
deployed and counts as destroyed. 


Similarly, when mustering your army, 
any BODYGUARD models on your army 
roster must be added to friendly 
INFANTRY OFFICER units (excluding named 
characters) from your army. No more 
than one BoDYGUARD model can be added 
to each OFFICER unit. If it is not possible 
to add a BobYGUARD model to a unit in 
this way, that model cannot be deployed 
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and counts as destroyed. 


Each time you add such a model to a 
unit, the Starting Strength of that unit 
increases by 1 and its points value is 
increased by an amount equal to the 
points cost of the model just added 

to it. The Power Rating of that unit is 
increased by 2 for each ATTACHE model 
added to it, and by 3 if a BODYGUARD 
model is added to it. For that unit to be 
considered destroyed, all of the original 
models in that unit, and any ATTACHE and 
BoDvGuARD models that were added to it, 
must be destroyed. Make a note on your 
army roster of which (if any) ATTACHE and 
BopYGuARD models have been added to 
which units. 


A Crusade force cannot start with any 
units containing ATTACHÉ or BODYGUARD 
units - to include such models in a 
Crusade force you must use the Sequester 
Support Staff Requisition (pg 135). 


ATTACHE and BODYGUARD models cannot 
be your WARLORD. 


SAHIVLLV TVLN3WI93H8 


PROFILES 


All Regimental Attaché models have the following profile 


WS 


BS 


S 


KEYWORDS 


* All ATTACHE models have the following Faction keywords: 
IMPERIUM, ASTRA MILITARUM 

* All ATTACHE models have the following keywords: 
INFANTRY, MILITARUM AUXILLA, ATTACHÉ. 


T w A Ld Sv 


MASTER OF ORDNANCE 


A Master of Ordnance is equipped with: laspistol 


ABILITIES 


Artillery Commander: In your Command phase, select one enemy unit within 30" of and visible to this model. Until the 


KEYWORDS: MASTER OF ORDNANCE 


start of your next Command phase, each time a friendly ASTRA MILITARUM ARTILLERY model makes a ranged attack 


against that enemy unit, re-roll a hit roll of 1. 


OFFICER OF THE FLEET 


An Officer of the Fleet is equipped with: laspistol 


ABILITIES 


Aeronautica Commander: In your Command phase, select one enemy unit within 30" of and visible to this model. Until the 


KEYWORDS: OFFICER OF THE FLEET 


start of your next Command phase, each time a friendly AERONAUTICA IMPERIALIS model makes a ranged attack against 
that enemy unit, re-roll a hit roll of 1 


ASTROPATH KEYWORDS: PSYKER, ASTROPATH 


An Astropath is equipped with: force stave 


ABILITIES 


Divination: This model can attempt to perform the following psychic action 


Divination (Psychic Action — Warp Charge 7): In your Psychic phase, one ASTROPATH model from your army can attempt 
to perform this psychic action. If completed, you gain 1 Command point 


PSYKER 


This unit's ASTROPATH model can attempt to manifest one psychic power in your Psychic phase and attempt to deny one 


psychic power in your opponent's Psychic phase. It knows Smite and one psychic power from the Psykana discipline 


(pg 67). Each time this unit's ASTROPATH model attempts to Deny the Witch, manifest a psychic power or perform a 


psychic action, measure distances and draw line of sight from this unit's ASTROPATH model. If enemy units have any 
abilities that require measuring distances or drawing line of sight to PSYKER units, do so to this unit's ASTROPATH model 
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ABILITIES 


All BODYGUARD models have the following abilities: 


Wall of Muscle: Each time an attack is allocated to this model, subtract 1 from the Damage 
characteristic of that attack (to a minimum of 1). 


Point-blank Barrage: This model can make attacks with its ripper gun even while its unit is within 
Engagement Range of enemy units, but it can only make such attacks against enemy units that its unit 
is within Engagement Range of. In such circumstances, this model can target an enemy unit even if 
other friendly units are within Engagement Range of that enemy unit. 


Big Target: Each time an attack targets this model's unit, use this model's Toughness characteristic 
when making wound rolls for that attack. Each time an attack is allocated to a model in this model's 
unit, it must be allocated to this model. Each time a model in this model's unit suffers a mortal wound, 
this model must suffer that mortal wound. 


KEYWORDS 


* All BODYGUARD models have the following Faction 
keywords: IMPERIUM, ASTRA MILITARUM. 

All BODYGUARD models have the following keywords: 
INFANTRY, MILITARUM AUXILLA, ABHUMAN, BODYGUARD. 


M ws BS S 


WEAPON RANGE TYPE S 


Ripper gun (shooting) 18 Assault 3 


Melee Melee 


Huge knife 
Melee 

Grenade D6 

ABILITIES 


Melee 


Ripper gun (melee) 


Frag bombs 6" 


OTHER WARGEAR 


Brute shield 


Bullgryn plate 
Slabshield 


WARGEAR OPTIONS 


KEYWORDS: OGryns 


w A Ld Sv 


AP D ABILITIES 


Each time the bearer fights, it makes 1 
additional attack with this weapon. 


Blast 


The bearer has a 4+ invulnerable save 
The bearer has a Save characteristic of 4+. 


The bearer has a Save characteristic of 2+ 


* This model's ripper gun can be replaced with one of the following: 1 grenadier gauntlet; 1 Bullgryn maul 


* This model's huge knife can be replaced with one of the following: 1 brute shield; 1 slabshield 


* This módel can be equipped with 1 Bullgrun plate 


NORK DEDDOG 
ws 


WEAPON 
Ripper gun 


Huge knife 


M 


Ripper gun [melee Melee Melee 


Frag bombs Grenade D6 


ABILITIES 
Make Way: Each time this moc 


Thunderous Headbutt: £ 


wound on the target in additior 


AP D ABILITIES 


KEYWORDS: OcRYNS, NORK DEDDOG 


A Ld 


Each time the bearer fights, it makes 1 


1 — additional attack with this weapon. 


6 inflicts 1 mortal 
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3 POWER 


i ld sv 
9* Guardsman 6 4+ 4+ 3 3 1 1 6 5+ 
1 Sergeant 6" 4+ 44 3 3 1 2 ? 54 
0-1* Heavy Weapons Team 6' 4+ 4+ 3 3 2 2 6 54 


* 2 Guardsman models in this unit can be replaced with 1 Heavy Weapons Team model. If this is the case, this unit will only 
contain ? Guardsman models. 

* The Sergeant is equipped with: laspistol; frag grenades. 

* Every Guardsman is equipped with: lasgun; frag grenades. 


Heavy bolter 36 Heavy 3 5 4 2 


Lasgun 24° Rapid Fire 1 3 0 1 
Laspistol 12 Pistol 1 3 0 1 


Vox-caster The bearer gains the VOX-CASTER keyword. 


* 1 Guardsman's lasgun can be replaced with one of the following: 1 flamer; 1 grenade launcher; 1 meltagun; 1 plasma 


gun; 1 sniper rifle 
* 1 Guardsman equipped with a lasgun can be equipped with 1 vox-caster. This model's lasgun cannot be replaced 
The backbone of countless * The Sergeant can be equipped with one of the following: 1 chainsword; 1‘power sword 
Astra Militarum regiments, * The Sergeant's laspistol can be replaced with one of the following: 1 bolt pistol; 1 boltgun; 1 plasma pistol 
Infantry Squads fight in * 2 Guardsman models can be replaced with 1 Heavy Weapons Team model 
huge numbers. Armed with 
the ubiquitous lasgun, 
often supplemented with 
specialist weapons, they 
hold defensive lines, 
conduct massed assaults 
across no man's land and, = — 3 
if well led, will hold their FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
ground to the last KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, INFANTRY SQUAD 


* The Heavy Weapons Team's heavy bolter can be replaced with one of the following: 1 autocannon; 1 lascannon; 1 
missile launcher; 1 mortar. 


DeC 


Regimental Tactics (pg ?5) 


9 Shock Trooper 6" 4+ 4+ 3 


1 Shock Trooper Sergeant 6" 4+ 4+ 3 


* The Shock Trooper Sergeant is equipped with: laspistol; chainsword; frag grenades. 
Every Shock Trooper is equipped with: lasgun; frag grenades, 


WEAPON RANGE TYPE S$ ABILITIES 
Drum-fed autogun 24" Rapid Fire 2 3 0 TN 
Lasgun 24" Rapid Fire 1 3 0 1 
f 
DOES Word Males Nilsa aret 0 Each time the bearer fights, it makes 1 


additional attack with this weapon. 


ABILITIES —- 


Vox-caster The bearer gains the VOX-CASTER keyword. 


* Up to 2 Shock Troopers can each have their lasguns replaced with one of the following: 1 flamer; 1 grenade launcher; 1 


meltagun; 1 plasma gun.* 
* 1 Shock Trooper equipped with a lasgun can be equipped with 1 vox-caster. This model's lasgun cannot be replaced 
* The Shock Trooper Sergeant's laspistol can be replaced with 1 bolt pistol. 
* The Shock Trooper Sergeant's laspistol and chainsword can be replaced with 1 drum-fed autogun 


* You cannot select the same weapon more than twice per unit. 


3 POWER 


Regimental Tactics (pg ?5) 


Shock Troops: Each time a model in this unit makes a ranged attack with a lasgun or laspistol, an unmodified hit roll of 6 
scores 1 additional hit. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CADIAN 
KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, INFANTRY SQUAD, SHOCK TROOPS 
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Born soldiers, the Shock 
Troops of Cadia have 
trained their entire lives 
for military service with the 
Astra Militarum. Decades 
of rigorous firing drills 
have forged them into 
expert sharpshooters. 
Skilled in both dogged 
defence and storming 
assaults, Cadian Shock 
Troops are held by many 
as being the ideal soldiers. 


The grim regiments of the 
Death Korps of Krieg excel 
in the most gruelling of 
conditions, their famous 
siege regiments resolutely 
holding key positions 

no matter the onslaught 
unleashed upon them 
They are extollers of a 
pitiless cult of sacrifice, 
but with their legendary 
endurance, death often 
claims their foes first 


Death Korps Trooper 
with sniper rifle 


DEATH KORPS OF KRIEG 4 power 
No. Name MUZLIWNSITBSLIS. +t WIL TA. old) Sv 
9 Death Korps Trooper 6 4+ 4+ 3 3 1 1 6 S+ 
1 Death Korps Watchmaster 6" 4+ 4 3 3 1 2 ? 5+ 


* The Death Korps Watchmaster is equipped with: laspistol; chainsword; frag grenades. 
* 8 Death Korps Troopers are equipped with: lasgun; frag grenades. 
* 1 Death Korps Trooper is equipped with: plasma gun; frag grenades. 


WEAPON RANGE TYPE S: AP. D 

Lasgun 24 Rapid Fire 1 3 0 1 

Laspistol ie Pistol 1 3 0 D= 

Plasma gun Before selecting targets, select one of the profiles below to make attacks with. 
- Standard 24" Rapid Fire 1 ? 3 1 


If any unmodified hit rolls of 1 are made for 
- Supercharge 24 Rapid Fire 1 8 -3 2 attacks with this weapon profile, the bearer is 
destroyed after shooting with this weapon. 
Each time the bearer fights, it makes 1 
additional attack with this weapon. 


OTHER WARGEAR ABILITIES 


Death Korps The bearer gains the MEDIC keyword. Once per turn, the first time a saving throw is failed for a 
medi-pack model in the bearer's unit, change the Damage characteristic of that attack to 0. 


Chainsword Melee Melee User 0 1 


Vox-caster The bearer gains the VOX-CASTER keyword. 


WARGEAR OPTIONS = 


* Up to 2 Death Korps Troopers can each have their lasguns replaced with one of the following: 1 flamer; 1 grenade 
launcher; 1 meltagun; 1 sniper rifle.” 

* 1 Death Korps Trooper's plasma gun can be replaced with 1 lasgun and 1 vox-caster."* 

* 1 Death Korps Trooper equipped with a lasgun can be equipped with 1 Death Korps medi-pack.** 

* The Death Korps Watchmaster's laspistol can be replaced with 1 of the following: 1 bolt pistol; 1 plasma pistol. 

* The Death Korps Watchmaster's chainsword can be replaced with 1 power sword. 

* The Death Korps Watchmaster's laspistol and chainsword can be replaced with 1 boltgun. 


"You cannot select the same weapon more than twice per unit. 


** This model's lasgun cannot be replaced. 


Regimental Tactics (pg ?5) 


Death Korps: Each time an attack is made against this unit, an unmodified wound roll of 1-2 for that attack fails, 
irrespective of any abilities that the weapon or the model making the attack may have. 


Death Korps Trooper 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, KRIEG 
KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, INFANTRY SQUAD, DEATH KORPS OF KRIEG 


Death Korps Watchmaster 
with bolt pistol and 
power sword 


Death Korps Trooper 
with flamer with grenade launcher 


Death Korps Trooper with 
Death Korps medi-pack 


CATACHAN JUNGLE FIGHTERS 


w 
hr 
e 
z 
m 
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No. Name M. (WS BSS Ta WS Ae nd 
9 Jungle Fighter 6" 4+ 4+ 3 3 1 1 6 S+ 
1 Jungle Fighter Sergeant 6" 4t h 3 3 1 2 ? 5+ 


* The Jungle Fighter Sergeant is equipped with: laspistol; frag grenades. 
Every Jungle Fighter is equipped with: lasgun; frag grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 


Each time an attack is made with this weapon, 


por iF. Meus y d that attack automatically hits the target. 
Lasgun 24" Rapid Fire 1 3 0 "em 
Laspistol 12" Pistol 1 3 0 1 TT 
Vox-caster The bearer gains the VOX-CASTER keuword. 
e For every 5 models in this unit, 1 Jungle Fighter's lasgun can be replaced with 1 flamer. 
* 1 Jungle Fighter equipped with a lasgun can be equipped with 1 vox-caster. This model's lasgun cannot be replaced. These heavily muscled 


soldiers are drawn from 

a warrior people that 
survive on the most 
Regimental Tactics (pg 75) infamous of death worlds 
Skilled in deadly close 
combat with the fiercest of 


Jungle Fighters: Each time a model in this unit makes a melee attack, an unmodified hit roll of 6 scores 1 additional hit. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CATACHAN beasts amidst hazardous 


KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, INFANTRY SQUAD, JUNGLE FIGHTERS terrain, Jungle Fighters 
DER ———— — ———————M——/ó Ó——— —— Qa are also skilled infiltrators 


and trackers, adept at 
luring their prey into 
fiendish traps 


SLY MARBO 3 Power 


No. Name M WS BS S T w Ld Sv 
1  SlyMarbo - SUB: 2+ 2+ E 3 5 5 ? 5+ 


Sly Marbo is equipped with: ripper pistol; envenomed blade; frag grenades. Your army can only include one SLY MARBO model. 


WEAPON RANGE TYPE S AP D ABILITIES 


Each time you select a target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this 
weapon, an unmodified wound roll of 6 inflicts 1 mortal 
wound on the target in addition to any normal damage. 


Ripper pistol 12" Pistol 3: 5. 2 FE 


Each time an attack made with this weapon is allocated to a 
Envenomed blade Melee Melee +2 -2 1 non- VeHicte model, that attack has a Damage characteristic 
of 2. 


Regimental Tactics (pg 75) Loner: This model can never be your WARLORD. 
Hidden Ambush: During deployment, you can set up Like Fighting a Shadow: Once per battle, at the end of the 
this model in ambush instead of setting it up on the Fight phase, you can remove this unit from the battlefield = 
battlefield. If you do so, then in the Reinforcements step If you do so, in the Reinforcements step of your next Sly Marbo is one-man 
of one of your Movement phases, you can set up this unit Movement phase, set this model back up anywhere on army. He-operates alone, 
anywhere on the battlefield that is more than 9" away the battlefield that is more than 9" away from any enemy striking from ambush 
from any enemy models. Until the end of that turn, uou models. If the battle ends and this model is not on the before disappearing 

4 AG = back intà the shadows. A 
can re-roll charge rolls made for this model. battlefield, it is destroyed. 3 s 

legendary soldier, Marbo 

FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CATACHAN y fus K E 
KEYWORDS: INFANTRY, CHARACTER, PLATOON, MELTA MINE, REGIMENTAL, SLY MARBO gno sut me twepats o 


traitors beyond count 
with his envenomed 
blade, and fires hails of 
poisoned shards from his 
ripper pistol 
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KASRKIN 5 Power 
No. Name Me WS) LBS Ss We AGEL Sv. 
9  Kasrkin Trooper 6" 4+ 3+ 3 3 1 2 ? 4+ 
1 Kasrkin Sergeant 6" 4 3+ 3 3 1 3 8 4+ 
* The Kasrkin Sergeant is equipped with: bolt pistol; frag grenades; krak grenades. 
* Every Kasrkin Trooper is equipped with: hot-shot lasgun; frag grenades; krak grenades. 
WEAPO RANGE TYPE S AP D ABILITIES 
Bolt pistol 12" Pistol 1 E 0 Lu 
Hot-shot lasgun 24" RapidFiret — 3 -2 i Aime, 
Each time you select a target for this weapon, you 
Mokaha can ignore the Look Out, Sir rule. Each time an 
36" Heavy 1 E -2 3 attack is made with this weapon, an unmodified 
marksman rifle "e 
wound roll of 6 inflicts 1 mortal wound on the 
target in addition to any normal damage. 
OTHER WARGEAR ABILITIES 
Melta mine The bearer gains the MELTA MINE keyword. 
Vox-caster The bearer gains the VOX-CASTER keyword. 
WARGEAR OPTIONS : 
* Up to 4 Kasrkin Troopers can each have their hot-shot lasguns replaced with one of the following: 1 flamer; 1 grenade 
launcher; 1 hot-shot volley gun; 1 meltagun; 1 plasma gun.* 
* 1 Kasrkin Trooper's hot-shot lasgun can be replaced with 1 hot-shot marksman rifle. 
* 1 Kasrkin Trooper's hot-shot lasgun can be replaced with 1 hot-shot laspistol and 1 melta mine 
* 1 Kasrkin Trooper equipped with a hot-shot lasgun can be equipped with 1 vox-caster.** 
* The Kasrkin Sergeant can be equipped with one ofthe following: 1 chainsword; 1 power sword. 
Amongst the lauded * The Kasrkin Sergeant's bolt pistol can be replaced with one of the following: 1 hot-shot laspistol; 1 plasma pistol. 
regiments of Cadia, the ^ i 
, . : You cannot select the same weapon more than twice per unit. 
Kasrkin are the elite of Ata - 
the elite. These special This model's hot-shot lasgun cannot be replaced. | 


operatives bear high 
powered hot-shot lasguns 
and wear thick carapace 
armour. Disciplined and 
professional, the Kasrkin Warrior Elites: When you add this unit to your army, you can select one doctrine from pages 60-61 that no other unit from 


are peerless shots, and your army has. This unit has that doctrine in addition to any others it has. 
the equals or superiors 


of any unaugmented FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CADIAN 
Human warriors KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, KASRKIN 


Regimental Tactics (pg 75) 


— Grenade launcher Plasma pistol 


Kasrkin Trooper with melta 
mine and hot-shot laspistol 


Kasrkin Trooper with vox- 
caster and hot-shot lasgun 


Kasrkin Trooper with 
hot-shot volley gun 


Kasrkin Trooper with Kasrkin Trooper with 
hot-shot lasgun hot-shot marksman rifle 


-— 


REGIMENTAL PREACHER 


2 POWER 


No. Name M WS BS S T Ww Sv 
3 3 4 3 8 6+ 


1 Regimental Preacher 6" 4+ 4+ 


A Regimental Preacher is equipped with: auto pistol; servo-stubber; power maul; frag grenades; krak grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 
Autopistol 12" Pistol 1 3 0 1 

Preacher shotgun 12" Assault? 3 0 in 
Servo-stubber 12" Pistol 3 4 0 1 

Power maul Melee Melee =A r eed 


WARGEAR OPTIONS 


* This model's autopistol, servo-stubber and power maul can be replaced with one of the following: 
1autogun, 1 autopistol and 1 chainsword 
1 bolt pistol, 1 Preacher shotgun and 1 chainsword 


ABILITIES 


Warrior Zealot: Each Righteous Rhetoric: In your Command phase, select one friendly ASTRA MILITARUM 
time this model makes a CORE or ASTRA MILITARUM INFANTRY CHARACTER unit within 6" of this model and roll 
one D6: on a 3+, select one of the following: 


melee attack, if it made a 
charge move, was charged 
or performed a Heroic 


* Until the start of your next Command phase, add 1 to charge rolls made for that unit, 
and each time a model in that unit makes a melee attack, you can re-roll the hit roll. 

* Until the start of your next Command phase, models in that unit have a 6+ 
invulnerable save, and cannot be affected by Malediction psychic powers (if they 


Intervention this turn, you 
can re-roll the hit roll. 


Rosarius: This model has a are currently being affected by any Malediction powers, the effects of those powers 


d irxninerable save immediately cease to apply to models in that unit). 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, CHARACTER, MILITARUM AUXILLA, PREACHER 


SERGEANT HARKER 2 POWER 
No. Name M WS BS S T w A Sv 
1 Sergeant Harker 6 3+ 3+ 5 E 4 4 ? 5+ 


Sergeant Harker is equipped with: Payback; frag grenades; krak grenades. Your army can only include one SERGEANT 
HARKER model. 


WEAPON RANGE TYPE S AP D AB 
Payback 36" Assault 3 5 -2 2 


ABILITIES 


Voice of Command, Regimental Tactics (pg 75) 


IES 


Catachan Sergeant: This model can never be 


Harker's Hellraisers: Before deployment, you can select Your WARLORD. 


one CATACHAN JUNGLE FIGHTERS unit from your army 
Until the end of the battle, each time a model in that unit 
makes an attack, re-roll a hit roll of 1. 


COMMANDING AUTHORITY 


This model knows Regimental Orders (pg 76). In your Command phase, it can issue one Order. This model can only issue 
Orders to CATACHAN JUNGLE FIGHTERS units; when doing so, for the purposes of the Regimental Tactics ability (pg 75), 
you can only select other friendly CATACHAN JUNGLE FIGHTERS units within 6" of the unit originally selected for that 
Order to also be affected by that Order. 


Stonetooth: Each time this model would lose a wound, roll 
one D6: on a 5+, that wound is not lost. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, CATACHAN 
KEYWORDS: INFANTRY, CHARACTER, OFFICER, REGIMENTAL, SERGEANT HARKER 


Serving amongst the 
Imperial Guard's regiments 
to bolster the spiritual 
strength of its soldiers, 
Regimental Preachers are 
fiery zealots and fanatical 
orators. They do not shy 
away from combat, but 
wade amongst the foe, 
their voices raised in 
prayer to the God-Emperor 
and in furious castigation 
of the enemy 


Gunnery Sergeant Harker, 
known as 'Stonetooth' 
Harker to his Catachan 
soldiers, is amongst the 
toughest of that hardy 
breed. He is said to feel 
no pain, and his immense 
strength enables him to 
carry his heavy bolter, 
Payback, as easily as others 
carry a rifle 


Adepts of thé Omnissiah, 
Enginseers are robed 
machine-mystics tasked 
with using arcane lore 
and cybernetic arrays to 
effect battlefield repairs 
upon damaged fighting 
machines. To them, every 
war engine is a priceless 
artefact of technology, 
whose spirit need only be 
roused once more to take 
revenge on the enemy 


Lobotomised-and 


augmented, Servitors 
attend the Departmento 
Munitorum in countless 
menial ways. These 
cybernetic living tools 
often form servile retinues 
for Enginseers, using their 
industrial servo-arms to 
repair hulking tanks, but 
unhesitatingly turning 
them on the foe should 
they draw too near 


REGIMENTAL ENGINSEER 


M WS BS S T w A Ld. Sv 
6 4+ 34 4 4 4 2 8 3+ 


1 Regimental Enginseer 


A Regimental Enginseer is equipped with: laspistol; Enginseer axe; servo-arm. 


WEAPON RANGE TYPE S AP D ABILITIES 

Laspistol 12 Pistol 1 3 0 1 

Enginseer axe Melee Melee +2 -2 eie i 

Bene ann Melee". Mélon x2 2 Each time the bearer fights, no more than 


one attack can be made with each servo-arm. 


Omnissiah's Blessing: In your Command phase, select 
one friendly ASTRA MILITARUM VEHICLE model within 3" of 
this model. Until the start of your next Command phase, 
that VEHICLE model has a 5+ invulnerable save. 


Enhanced Bionics: This model has a 5+ 
invulnerable save 


Battlefield Repairs: At the end of your Movement phase, 
this model can repair one friendly ASTRA MILITARUM 
VEHICLE model within 3" of it. That model regains up to 
D3 lost wounds. Each model can only be repaired once 
per turn 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, CHARACTER, MILITARUM AUXILLA, ENGINSEER 


MUNITORUM SERVITORS 2 POWER 
No. Name ME WS, B5 55 jj w A ob .-Sv 
4 Munitorum Servitor 5 54 54 3 3 1 1 6 4+ 


Every model is equipped with: servo-arm. 


WEAPON RANGE TYPE S AP D ABILITIES 
Plasma cannon Before selecting targets, select one of the profiles below to make attacks with. 
- Standard 36 Heavy D3 ? -3 1 Blast 
Blast. If any unmodified hit rolls of 1 are made 
- Supercharge 36" Heavy D3 8 3 2 __ for attacks with this weapon profile, the bearer is 
destroyed after shooting with this weapon. 
SER Valse — Heise x2 2 3 Each time the bearer fights, no more than one 


attack can be made with each servo-arm. 


WARGEAR OPTIONS 


* Up to 2 Munitorum Servitors can each have their servo-arm replaced with one of the following: 1 heavy bolter; 1 multi- 


melta; 2 plasma cannon. 


ABILITIES 


Mindlock: While this unit is within 6" of any friendly ASTRA MILITARUM ENGINSEER models, models in this unit have 

a Weapon Skill and Ballistic Skill characteristic of 4+ and a Leadership characteristic of 8. In addition, if your army is 
Battle-forged, then for each ASTRA MILITARUM ENGINSEER model included in a Detachment, one MUNITORUM SERVITORS 
unit can be included in that Detachment without taking up a Battlefield Role slot. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, MILITARUM AUXILLA, MUNITORUM SERVITORS 


COMMISSAR 3 Power 


No. Name Mi We) BS * oS 
1 Commissar 6" 3+ 3+ 3 3 4 


A Commissar is equipped with: bolt pistol; chainsword. 


WEAPON RANGE TYPE S AP D ABILITIES 
Bolt pistol 12" Pistol 1 ^ 0 1 


Each time the bearer fights, it makes 1 additional 
attack with this weapon 


WARGEAR OPTIONS 


* This model's bolt pistol can be replaced with 1 plasma pistol. 
* This model's chainsword can be replaced with 1 power sword. 


Chainsword Melee Melee User 0 


Voice of Command, Regimental Tactics (pg 75) Summary Execution: Once per turn, when a friendly ASTRA 
MILITARUM CORE unit within 6" of this model fails a Morale 
test, this model can use this ability. If it does so, until 

the end of the phase, each time a Combat Attrition testis 
taken for that unit, it is automatically passed 


Refractor Field: This model has a 5+ invulnerable save. 


Commissars are ruthless 
officers charged with 
maintaining the morale, 
discipline and fighting 
spirit of their regiment 


Political Overwatch: For each COMMANDANT and 
COMMAND SQUAD unit included in a Detachment, one 
COMMISSAR model can be included in that Detachment 
without taking up a Battlefield Role slot 


COMMANDING AUTHORITY With the power to 
; summarily execute any 

This model knows Prefectus Orders (pg ??). In your Command phase, it can issue one Order. [n addition to the normal soldier or officer found 

units that can be selected for Prefectus Orders, this model can issue Prefectus Orders to friendly INFANTRY OFFICER and wanting, they are feared, 

ABHUMAN units, but when doing so, the Regimental Tactics ability (pg 75) does not apply brooding figures. Their 
OCONSRABNRS RISOEWESCRIBHRERYWETU OIM CL CC B ems devotion to the Imperium 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM is without doubt and they 
KEYWORDS: INFANTRY, CHARACTER, OFFICIO PREFECTUS, OFFICER, COMMISSAR fight with fanatical bravery 


OGRYNS 


No. Name M WS BS S te JW 
2-5 Ogryn 6 3€ 4 € B 3 4 pao 
1 — Ogryn Bone 'ead lm a ee) ae ee ee SE 
If this unit contains 4 or more models, it has Power Rating 8. Every model is equipped with: ripper gun; frag bombs. 
WEAPON RANGE TYPE S AP OD_ ABILITIES 
Ripper gun (shooting) 18" Assault 3 5 -2 2 
Ripper gun (melee) Melee Melee User -1 1 - 
Frag bombs 6" Grenade D6 3 -2 1 Blast 


ABILITIES 


Wall of Muscle: Each time an attack is allocated to a model in this unit, subtract 1 from the Damage characteristic of that 
attack [to a minimum of 1). 
Point-blank Barrage: Models in this unit can make attacks with their ripper guns even while their unit is within 


Engagement Range of enemy units, but each model can only make such attacks against enemy units that their unit is 
within Engagement Range of. In such circumstances, models in this unit can target an enemy unit even if other friendly 


units are within Engagement Range of that enemy unit Ogryns are Simple beings 
In battle, their instincts 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM rarely lead them beyond 


KEYWORDS: INFANTRY, MILITARUM AUXILLA, ABHUMAN, ÜGRYNS hitting the enemy as hard 
as possible. The rapid- 
firing ripper guns t 

carry are built to withstand 
use as improvised clubs 
Ogryns make excellent 
shock troops, their 
physiques shrugging 

off damage before they 
charge, hitting like a tank 


The most obstinate of the 
Ogryn strain of abhumans, 
Bullgryns are clad in heavy 
armour and carry crude 
assault weaponry built to 
withstand the thunderous 
blows Bullgryns strike 
with them. A line of 

these heavily muscled 
humanoids, advancing in 
shield-lines from which 
shots bounce harmlessly, 
is a frightening sight. 


Diminutive, keen-eyed 
and instinctively stealthy, 
the abhuman Ratlings 
serve the Astra Militarum 
primarily as outstanding 
snipers; it is said they 

can take the head off a 
heretic with their rifles 
from over a mile away 
Ratlings are also employed 
as infiltrators and forward 
scouts, able to observe the 
enemy unseen. 


BULLGRYNS 5 Power 
No. Name M WS BS S T w A ud; 2:Sy 
2-5 Bullgryn 6" 3+ 4+ 6 5 3 4 ? 4+ 

1  Bullgryn Bone 'ead p 3*--A4 6 5 3 5 8 4+ 


If this unit contains 4 or more models, it has Power Rating 10. Every model is equipped with: grenadier gauntlet; 
frag bombs; slabshield. 


WEAPON RANGE TYPE S AP D ABILITIES 
Grenadier gauntlet 18' Assault D6 E 2! 1 Blast 
Bullgryn maul Melee Melee +1 4 d as 

Frag bombs 6" Grenade D6 3 -2 1 Blast 

Brute shield The bearer has a 4+ invulnerable save. 

Slabshield The bearer has a Save characteristic of 2+. 


WARGEAR OPTIONS 


* Any number of models can each have their grenadier gauntlet replaced with 1 Bullgryn maul 
* Any number of models can each have their slabshield replaced with 1 brute shield 


ABILITIES 


Wall of Muscle: Each time an attack is allocated to a model in this unit, subtract 1 from the Damage characteristic of that 


attack (to a minimum of 1) 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, MILITARUM AUXILLA, ABHUMAN, BULLGRYNS 


RATLINGS 2 POWER 


No. Name M WS BS S 1j wW A Ld Sv 
5  Ratling 5" 5, 


w 
+ 
N 
m 
m 
ui 
o 
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Every model is equipped with: sniper rifle. 


WEAPON RANGE TYPE S AP D ABILITIES 


Each time you select a target for this 
weapon, you can ignore the Look Out, Sir 
rule. Each time an attack is made with 
this weapon, an unmodified wound roll 
of 6 inflicts 1 mortal wound on the target 
in addition to any normal damage. 


Sniper rifle 36 Heavy 1 4 1 1 


ABILITIES 


Find the Best Spot: During deployment, when you set up Naturally Stealthy: Each time a ranged attack is made 
this unit, it can be set up anywhere on the battlefield that against this unit, subtract 1 from the hit roll. Each time a 


is more than 9" away from the enemy deployment zone ranged attack is allocated to a model in this unit while it is 
and any enemy models. receiving the benefits of cover, add an additional 1 to any 


Shoot Sharp and Scarper: Once per turn, after this unit armour saving throw made against that attack 


has shot, it can make a Normal Move. If it does so after 
resolving Overwatch, your opponent can select new 
targets for that charge. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, MILITARUM AUXILLA, ABHUMAN, RATLINGS 


ATTILAN ROUGH RIDERS 


No. Name M WS BS. TS TW 
4-9 Rough Rider 12° 3+ 4+ 4 4 2 
1 Rough Rider Sergeant 12" 3« 4+ 4 4 2 3 ? 4+ 


If this unit contains 6 or more models, it has Power Rating 10. Every model is equipped with: lasgun; laspistol; hunting lance; 
frag grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 
Lasgun 24" Rapid Fire 1 3 0 1 
Laspistol 12" Pistol 1 3 0 1 


Each time an attack is made with this weapon, a 
successful hit roll scores 1 additional hit. Each time 

Goad lance Melee Melee +2 3 2  anattack made with this weapon is allocated to a 
VEHICLE model, that model's unit suffers 1 mortal 
wound in addition to any normal damage. 


Huntinglance Before selecting targets, select one of the profiles below to make attacks with. 
Each time an attack is made with this weapon profile, 


"Frag tip Meses —Mene User —1 a successful hit roll scores 2 additional hits. 
- Melta tip Melee Melee +2 E 3 

h h f i dditi I 
> Salada n Maison S 3 Each time the bearer fights, it makes 1 additiona 


attack with this weapon. 


WARGEAR OPTIONS 
* For every 5 models in this unit, 1 model's hunting lance can be replaced with 1 goad lance 
* The Rough Rider Sergeant can be equipped with 1 power sabre. 


Regimental Tactics (pg 75) Scything Momentum: In the Fight phase, if this unit made 
a charge move this turn, then until the end of the phase, 
add 2 to the Strength characteristic of models in this unit. 


Horse Masters: This unit can ignore any or all modifiers to 
its Move characteristic, Advance rolls and charge rolls. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: CAVALRY, CORE, PLATOON, REGIMENTAL, ATTILAN ROUGH RIDERS 


wo the steppes of 
Attila, these horsemasters 
are potent cavalry troops. 
Their mobility makes them 
a powerful force, whether 
spearheading an attack 

or outflanking the foe 
Though also equipped with 
grenades and sidearms, 
their deadliest weapon 

is their hunting lance, 
capable of bearing one of 
several deadly tips 


Scout Sentinels' open 
compartments and simple 
augur devices enable 
their pilots to survey the 
enemy with ease, while 
their lighter armour and 
gyro-stabilisers assist 
them in swiftly traversing 
the roughest terrain and 
bringing their heavy 
weapons to bear suddenly 
from unanticipated angles 


SCOUTSENTINELS dm SENTINELS 2 POWER 


1-3 Scout Sentinel 


If this unit contains 2 models, it has Power Rating 6. If this unit contains 3 models, it has Power Rating 9. Every model is 
equipped with: Militarum multi-laser. 


RANGE TYPE D ABILITIES 


Autocannon 48" Heavy 2 ? 
pim —= Each time an attack is made with this weapon, 
Heavy flamer — dm Heavy D6 SA - | that attack automatically hits the target. 
Lascannon 48 Heavy 1 9 -3 De - 
ssile launcher — Before selecting targets, select one ofthe pr les below to make attacks with. 
ng 


e oae  HeavjD6 4 O 1 Blast 

-Krakmissile = 48  Hewy1 8 2G 

Militarum multi-laser 36' Heavy 4 6 -1 1 

Militarum plasm lasma cannon £ Before selecting targets, targets, se select one E the profiles below to make attacks with. 

-Standard -— -— AN t 1 Blast - 

ZI i m - E Blast. Each time an unmodified hit roll of 
Sener - ea PET d 1 is made for an attack with this weapon — 

-Sup mig o — Heavy E aos profile, the bearer suffers 1 mortal wound after 
2 — — — - shooting with this weapon. 

Sentinel chainsaw Melee Melee User -2 2 Eee e es edite n 


additional attack with this weapon 


WARGEAR OPTIONS 


* Any number of models can each have their Militarum multi-laser replaced with one of the following: 1 autocannon; 1 


heavy flamer; 1 lascannon; 1 missile launcher; 1 Militarum plasma cannon 
* Any number of models can each be equipped with 1 Sentinel chainsaw. 
* Any number of models can each be equipped with 1 hunter-killer missile 


ABILITIES 


Regimental Tactics (pg 75) 


Explodes: Each time a model in this unit is destroyed, roll 


Daring Recon: During deployment, when you set up this one D6 before removing it from play. On a 6 it explodes, 


unit, it can be set up anywhere on the battlefield that is 
more than 9" away from the enemy deployment zone and 
any enemy models. 


and each unit within 3" suffers 1 mortal wound 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, SENTINEL, CORE, PLATOON, SMOKE, REGIMENTAL, SQUADRON, SCOUT SENTINELS 


ARMOURED SENTINELS 


No. Name M WS BS S T w 
1-3 Armoured Sentinel 8 4+ 4+ 6 6 ? 2 ? 3+ 


If this unit contains 2 models, it has Power Rating 6. If this unit contains 3 models, it has Power Rating 9. Every model is 
equipped with: Militarum multi-laser. 


WEAPON RANGE TYPE S AP OD_ ABILITIES 

Autocannon 48 Heavy 2 ? 1 on™ 

Heavy flamer 12 HewDG 5 04 4 pas i ad MTS 

Lascannon 48" Heavy 1 9 3 D6 

Missile launcher Before selecting targets, select one of the profiles below to make attacks with. 

-Frag missile 48  HeavjDb 4 0 1 a 

- Krak missile — VP = Heng omm ee end fee E 

Militarum multi-laser 36 Heavy 4 6 1 1 

Militarum plasma cannon Before selecting targets, select one of the profiles below to make attacks with. — " 

- Standard : 36" HeavyyD3 7? -3 1 Blast — -I— 

- : : Blast. Each time an unmodified hit rollof — 

“Supercharge 36° Hemy 8 3 2 o SaO E A OE 
ER : -© Shootingwith this weapon, —— 

Sentinel chainsaw Melee Melee User -2 2 AEDE E POR io mv oe dm 


additional attack with this weapon. 


WARGEAR OPTIONS 


* Any number of models can each have their Militarum multi-laser replaced with one of the following: 1 autocannon; 1 


heavy flamer; 1 lascannon; 1 missile launcher; 1 Militarum plasma cannon 
* Any number of models can each be equipped with 1 Sentinel chainsaw. 
* Any number of models can each be equipped with 1 hunter-killer missile 


ABILITIES 


Regimental Tactics (pg 75) Explodes: Each time a model in this unit is destroyed, roll 
one D6 before removing it from play. On a 6 it explodes, 


Armoured Cockpit: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to a model in 
this unit, add 1 to the armour saving throw made against 


and each unit within 3" suffers 1 mortal wound 


that attack. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, SENTINEL, CORE, PLATOON, SMOKE, REGIMENTAL, SQUADRON, ARMOURED, 
ARMOURED SENTINELS 


Modified with extra 
protective panelling, 
Armoured Sentinels are 
superb front-line hunters, 
wielding their deadly 
heavy weapons across 
terrain too cramped for 
battle tanks to operate on 
As mobile hunter-killers, 
they excel in destroying 
vehicles, fortified bunkers 
and xenos monstrosities. 


HELLHOUND 6 power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M WS BS S E WW. a3A-- Ed SV 


1  Hellhound (6+ wounds remaining) 12" 6+ 4+ 6 ? 11 3 ? 3« 
Hellhound (3-5 wounds remaining) 10 6+ 5+ 6 ? NA  D3 ? 3+ 
Hellhound (1-2 wounds remaining) 8” 6+ 6+ 6 ? N/A 1 ? 3+ 


AHellhound is equipped with: inferno cannon; heavy flamer. 


WEAPON RANGE TYPE S AP D ABILITIES 


Turret Weapon (pg 75). Each time an attack 
is made with this weapon, that attack 
automatically hits the target, and, if the 


eic E — E ji : target does not have the VEHICLE or TITANIC 
keywords, an unmodified wound roll of 2+ is 
always successful. 
» i i with this weapon, 
Heavy flamer 12 Heavy D6 5 zi 1 Each time an attack is made is weapo! 


that attack automatically hits the target. 


Turret Weapon (pg 75). Each time an attack 
Inferno cannon 18" Heavy 2D6 6 -2 1 is made with this weapon, that attack 
automatically hits the target. 


Blast. Turret Weapon (pg ?5). Each time an 
attack made with this weapon targets a unit 
within half range, that attack has a Damage 
characteristic of D6«4. 


OTHERWARGEAR ABILITIES 


The bearer gains the DOZER BLADE keuword, and can ignore any or all modifiers to its Move 


Melta cannon 24' Heavy 03 9 -4 Des 


comae characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 


that attack. 


WARGEAR OPTIONS 


* This model's inferno cannon can be replaced with one of the following: 1 chem cannon; 1 melta cannon. 
* This model's heavy flamer can be replaced with one of the following: 1 heavy bolter; 1 multi-melta. 

* This model can be equipped with 1 dozer blade. 

* This model can be equipped with 1 hunter-killer missile. 


Hellhounds are terrifying 
close assault tanks, 
designed to flush enemies 
out of dense terrain with 
gouts of promethium, 
clouds of noxious gas 

or the searing touch of 
thermal weaponry. Those 
few who volunteer to serve Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 5+ it explodes, and each unit 
in these tanks often have within 6" suffers D3 mortal wounds. 
a cavalier attitude, and 

revel in their reputation for FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 

reckless destruction KEYWORDS: VEHICLE, SMOKE, REGIMENTAL, SOUADRON, HELLHOUND 


* This model can be equipped with 1 armoured tracks. 


ABILITIES 


Regimental Tactics (pg ?5) 


Paene 


ROGAL DORN BATTLE TANK 


Some of this model's characteristics change as it suffers damage, as shown below: 


M WS BS S T 


14 power 


No. Name 
Rogal Dorn Battle Tank 


1 107 Gus ae 8 9 37 » 8 8 2 
(9+ wounds remaining) 
Rogal Dorn Battle Tank 
(5-8 wounds remaining] a Sn D 9. — NA" «De 8 et 


Rogal Dorn Battle Tank 
(1-4 wounds remaining) 


A Rogal Dorn Battle Tank is equipped with: castigator gatling cannon; heavy stubber; twin battle cannon. 


WEAPON RANGE TYPE S AP D ABILITIES 
Castigator gatling cannon 24" Heavy 12 5 1 
Co-axial autocannon 48" Heavy 2 ? 4 2  TuretWeapon (pg 75) 
Heavy bolter 36" Heavy 3 5 1 2 
Heavy stubber 36" Heavy3 4 0 i 
Each time an attack made with this weapon 
Meltagun 12" Assault 1 8 -4 D6 targets a unit within half range, that attack 
has a Damage characteristic of D6+2. 
Each time an attack made with this weapon 
Multi-melta 24" | Heavy 2 8 -4 DG targets a unit within half range, that attack 
has a Damage characteristic of D6+2. 
Oppressor cannon 90" HeavyD6+3 10 3 Blast. Turret Weapon (pg 75). 
Pulveriser cannon 24" . Heavy D6 8 -2 3 Blast 


Twin battle cannon 72" Heavy 206 8 -3 Blast. Turret Weapon (pg 75). 


3 
OTHER WARGEAR ABILITIES 


The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 
that attack. 


WARGEAR OPTIONS 


* This model's twin battle cannon can be replaced with 1 oppressor cannon and 1 co-axial autocannon 
* This model's castigator gatling cannon can be replaced with 1 pulveriser cannon. 

e This model can be equipped with one of the following: 2 meltaguns; 2 additional heavy stubbers. 

* This model can be equipped with one of the following: 2 heavy bolters; 2 multi-meltas. 


Armoured tracks 


* This model can be equipped with armoured tracks. 


ABILITIES 


Regimental Tactics (pg 75) 


Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 
within 6" suffers D6 mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, BATTLE TANK, SMOKE, REGIMENTAL, SQUADRON, ROGAL DORN BATTLE TANK 


The immense Rogal Dorn 
Battle Tank is a lumbering 
behemoth equally suited 
to anchoring a battle 

line or grinding forward 

in support of an assault 
Bristling with immensely 
powerful guns, they pound 
breaches in the foe's 
defences with enormous 
shells and riddle infantry 
with storms of bullet-fire 


^ 


IT 


~ 


a 


HEAVY WEAPONS SQUAD 3 power 


3 Heavy Weapons Team 6" 4+ 4+ 3 3 2 2 6 5+ 


Every model is equipped with: heavy bolter; lasgun; frag grenades. 


RANGE TYPE S AP D ABIITES — —— 


Heavy bolter 36" Heavy 3 5 -1 2 
Lasgun 24" ‘Rapid Fire 1 3 0 1 


* Any number of models can each have their heavy bolter replaced with one of the following: 1 autocannon; 1 
lascannon; 1 missile launcher; 1 mortar. 


Regimental Tactics (pg 75) 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: INFANTRY, CORE, PLATOON, REGIMENTAL, HEAVY WEAPONS SQUAD 


While massed infantry can 
overwhelm the foe, it often 
Weapons 
Squads to deliver the 
killing blow. These teams 
of gun crews are able 
to swiftly set up their 
mobile heavy weapons 
They bolster battle lines 
and provide close fire 
support with adaptable 
loadouts of precise or 
indiscriminate firepower. 


HELD SOUNANSE BATTERY 6 Power 


LN 


hes 


LO 
Blast. This weapon can target units that are not 
visible to the bearer. 


Bombast field gun 48" Heavy D6 ? -2 


Heavy lascannon 48" Heavy 2 10 -4 033 
Lasgun 24" Rapid Fire 1 3 0 1 
Malleus rocket 


48" HeavyD6+6 6 -1 1 Blast 


launcher 


* Any number of models can each have their malleus rocket launcher replaced with one of the following: 1 bombast field 
gun; 1 heavy lascannon. 


Amongst thedargest man- 
portable weapons fielded 
by the Astra Militarum are 


those-crewed: By Best FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 


Regimental Tactics (pg 75) 


TeamsiiFromibomgast KEYWORDS: ARTILLERY, PLATOON, REGIMENTAL, FIELD ORDNANCE BATTERY 
field guns that fire heavy 


shells indirectly, to the 
multiple war ads of the 
malleus rocket launcher 
or the searing energy 
lance unleashed by heavy 
lascannons, such batteries 
are powerful assets 


LEMAN RUSS BATTLE TANKS 


Some of these models' characteristics change as they suffer damage, as shown below: 


ame \ we 
e Nam 


le Tank 

13 Leman Russ Battle Tan 6+ E 8 13 > 24 
(?* wounds remaining) 
Leman Russ Battle Tank 


(4-6 wounds remaining) 


Leman Russ Battle Tank 


+ 6 ? A ? * 
(1-3 wounds remaining) 6 9 N 2 


If this unit contains 2 models, it has Power Rating 18. If this unit contains 3 models, it has Power Rating 2?. Every model is 
equipped with: Leman Russ battle cannon; lascannon. 


*] TE "vp e p 1:1 AD ce 
n - J - ] J 1: IE. 


D3«3 Blast. Turret Weapon (pg 75) 


Demolisher battle cannon 24 Heavy D6 10 


Blast. Turret Weapon [pg 75). Each time an 

attack is made with this weapon, the target 
does not receive the benefits of Light Cover 
against that attack. 


Eradicator nova cannon 36" HeavyD3+6 6 -2 2 


Executioner plasma cannon Before selecting targets, select one of the profiles below to make attacks with 
- Standard 36 Heavy D6+3 ? 4 2 Blast. Turret Weapon (pg 75) 


Blast. Turret Weapon (pg 75). Each time an 
unmodified hit roll of 1 is made for an attack 
with this weapon profile, the bearer suffers 1 
mortal wound after shooting with this weapon 


- Supercharge 36 Heavy D6+3 8 -4 3 


Exterminator autocannon 48" Heavy6 8 -2 2  TurretWeapon [pg 75) 
Lascannon 48 Heavy 1 Se D6 
Leman Russ battle cannon ?2" HeavyD6+3 8 -2 3 Blast Turret Weapon (pg 75). 
Punisher gatling cannon 24 Heavy 20 a d 1 Turret Weapon (pg 75) 
Turret Weapon (pg 75). Each time an attack 
is made with this weapon, if that attack 
Vanquisher battle cannon 22 Heavy 1 14 -5 D346 successfully wounds the target, invulnerable 


saving throws cannot be made against that 
attack and the target suffers D3 mortal 
wounds in addition to any normal damage. 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


Dozer blade 
characteristic, Advance rolls and charge rolls 


The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 
that attack. 


* Any number of models can each have their Leman Russ battle cannon replaced with one of the following: 1 demolisher 
battle cannon; 1 eradicator nova cannon; 1 executioner plasma cannon; 1 exterminator autocannon; 1 punisher 
gatling cannon; 1 vanquisher battle cannon 

* Any number of models can each have their lascannon replaced with one of the following: 1 heavy bolter; 1 
heavy flamer. 

* Any number of models can each be equipped with one of the following: 2 heavy bolters; 2 heavy flamers; 2 multi- 
meltas; 2 Militarum plasma cannons. 

* Any number of models can each be equipped with one of the following: 1 heavy stubber; 1 storm bolter. 

* Any number of models can each be equipped with 1 dozer blade 

* Any number of models can each be equipped with 1 hunter-killer missile 


* Any number of models can each be equipped with 1 armoured tracks The Leman Russ is the 


. = - core battle tank of the 
ABILITIES Imperial Guard, forming 


the spearhead of countless 


Regimental Tactics (pg 7S) Vehicle Squadron: When this unit is first set up on the armoured attacks. Those 

Explodes: When a model in this unitis destroyed, rollone —— battlefield, its models do not have to be set up in unit enemies that do not fall 

D6 before removing it from play. On a 6 it explodes, and coherency. Instead, each model must be set up within 6 to the bombardment 

sach unit within Ec tuere Lid mortal wounds of one other model from its unit. From that point on, each of their cannons and 
model in this unit is treated as a separate unit numerous hull-mounted 

guns are crushed 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM mercilessly beneath their 
KEYWORDS: VEHICLE, BATTLE TANK, SQUADRON, REGIMENTAL, SMOKE, LEMAN RUSS BATTLE TANK heavy treads. 


105 


Basilisks are self-propelled 
artillery tanks, armed with 
a fearsome earthshaker 
cannon. Able to keep pace 
with infantry advances — 
their barrels levelled for 
direct fire - or deploy to 
rear positions from which 
they unleash relentless 
shelling, Basilisks are 
amongst the most 
numerous of the Imperial 
Guard's ordnance tanks 


BASILISK € POWER 


Some of this model's characteristics change as it suffers damage, as shown below: 


Name WS BS 


Basilisk (1-2 wounds remaining) 6" 6+ 6+ 6 ? N/A 1 Y 3+ 


A Basilisk is equipped with: earthshaker cannon; heavy flamer. 


WEAPON GE TY S AP D ABILITIES 


Blast. This weapon can target units that are not 
visible to the bearer. 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 
characteristic, Advance rolls and charge rolls. 


e This model's heavy flamer can be replaced with 1 heavy bolter. 
* This model can be equipped with 1 dozer blade. 

* This model can be equipped with 1 hunter-killer missile. 

* This model can be equipped with 1 armoured tracks. 


ABILITIES 


Regimental Tactics (pg 75) 


Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 
within 6" suffers D3 mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, ARTILLERY, SMOKE, REGIMENTAL, SQUADRON, BASILISK 


Nt EE teen) eee be E m ir 
dd ie» E x 
hd d 


HYDRA 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M MS.'BS.. S. .T-.:W 
1 Hydra (6+ wounds remaining) 10" 6+ 44 6 ? 11 
Hydra (3-5 wounds remaining) 8" 6+ S+ 6 ? NA D3 ? 3« 
Hydra (1-2 wounds remaining) 6 6+ B 6 ? N/A 1 ? 3+ 
A Hydra is equipped with: heavy bolter; Hydra quad autocannon. 
WEAPON RANGE TYPE S AP D ABILITIES 
Heavy bolter 36" Heavy 3 5 1 2 
Turret Weapon (pg ?5). Each time an 
Hydra quad autocannon 22" Heavy 8 ? 2 2 attack is made with this weapon against 


an AIRCRAFT unit, make 2 hit rolls 
instead of 1 and add 1 to both hit rolls. 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


aid characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 


that attack. 


WARGEAR OPTIONS 


* This model's heavy bolter can be replaced with 1 heavy flamer. 
* This model can be equipped with 1 dozer blade. 

* This model can be equipped with 1 hunter-killer missile. 

* This model can be equipped with 1 armoured tracks. 


ABILITIES 
Regimental Tactics (pg 75) 


Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 
within 6" suffers D3 mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, SMOKE, REGIMENTAL, SQUADRON, HYDRA 


A primary anti-aircraft 
asset, the Hydra is a flak 
tank equipped with an 
array of specially adapted 
autocannons. As many 
allied tanks are vulnerable 
from the air, the Hydra is 
highly valuable. Once it 
locks on to enemy aircraft, 
even the most evasive 
targets cannot escape its 
storm of shells 


MANTICORE € POWER 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name MEWS- BS. S ToM AL eS Sy 


1 Manticore (6+ wounds remaining) 10" 36+ 4+ 6 ? 11 3 ? 3+ 
Manticore (3-5 wounds remaining) homeo: EE 6 NAT OS ? 3+ 
Manticore (1-2 wounds remaining] 6" 6+ 6+ 6 ? N/A 1 ? 3+ 

A Manticore is equipped with: storm eagle rockets; heavy bolter. 
WEAPON RANGE TYPE S AP D ABILITIES 
Heavy bolter 36 Heavy 3 5 -1 PT 
Heavy flamer 12" Heavy D6 5 2. 1 Each time an attack is made with this weapon, 


that attack automatically hits the target. 


Blast. This weapon can target units that are not 
Storm eagle rockets 120" Heavy D6+3 9 -2 3 visible to the bearer. The bearer can only shoot 
with this weapon 4 times per battle. 


OTHER WARGEAR ABILITIES 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


rade characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against that 


attack. 


WARGEAR OPTIONS 


* This model's heavy bolter can be replaced with 1 heavy flamer. 


Capable of firing its * This model can be equipped with 1 dozer blade. 


limited supply of storm 
eagle rockets to unleash 
furious barrages at 
incredible distances, the 

to enemy formations. 
Multiple warheads release 
a moment before each Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit 
rocket's impact, signalling within 6" suffers D3 mortal wounds. 

the panicking foe's doom 
no matter how far they try FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 

to flee at the last moment. KEYWORDS: VEHICLE, ARTILLERY, SMOKE, REGIMENTAL, SQUADRON, MANTICORE 


* This model can be equipped with 1 hunter-killer missile 
* This model can be equipped with 1 armoured tracks. 


Regimental Tactics (pg ?5) 


WYVERN 6 power 


Some of this model's characteristics change as it suffers damage, as shown below: 


T A 
Wyvern (6+ wounds remaining} 6 ? 3 
Wyvern (3-5 wounds remaining) a4 Ee SM i 
Wyvern (1-2 wounds remaining) 6" 6+ 6+ 6 ? N/A 1 ? 3+ 


A Wyvern is equipped with: Wyvern quad stormshard mortar; heavy bolter. 


WEAPON RANGE TYPE S AP D ABILITIES 
5 -1 e" s 


Heavy bolter 36" . Heavy3 


Each time an attack is made with this weapon, 


Heavy flamer 12" Heavy D6 5 A b det attack jtomatically hits the ta NS 
Wyvern quad last. Thi s H 
yvern qu 48" Heavy 406 5 4 1 Blast his weapon can target units that are not 
stormshard mortar visible to the bearer. ; 
EE — -— es 
OTHER WARGEAR ABILITIES 
The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 4 
Dozer blade À 
characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against that 
attack. 
WARGEAR OPTIONS 
* This model's heavy bolter can replaced with 1 heavy flamer. ; : ; 
* This model can be equipped with 1 dozer blade. The Wyvern excels in 
à / ied claustrophobic urban 
* This model can be equipped with 1 hunter-killer missile. ia í y 
combat, raining curtains of 
* This model can be equipped with 1 armoured tracks. shells down upon luckless 
enemy infantry without 
ABILITIES needing to expose itself 
Regi Tacti 75 to harm. The suppression 
egimental Tactics (pg 75) tank's stormshard mortars 
Explodes: When this model is destroyed, roll one D6 before removing it from play. On a 6 it explodes, and each unit are lethal to tightly 
within 6" suffers D3 mortal wounds. packed foes, their shells > 
detonating in blizzards | LIN v. 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM of eviscerating Aquila- . ^ 


KEYWORDS: VEHICLE, ARTILLERY, SMOKE, REGIMENTAL, SQUADRON, WYVERN shaped flechettes 


The sanctioned use of a 
Deathstrike — designated 
‘Ordnance Extremis’ — 

is often an excessive 
measure to combat the 
Imperial Guard's most 
heinous enemies. Its 
huge missile, capable 

of mounting various 
catastrophic payloads, is 
able to visit the undimmed 
wrath of the Emperor on a 
foe half a world away 


DEATHSTRIKE 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name 
1  Deathstrike (6+ wounds remaining) 
Deathstrike (3-5 wounds remaining] 


Deathstrike (1-2 wounds remaining) 6 


M. WS BS S at We SN id Sv. 


6+ 6 ? 11 3 ? 3+ 
6+ 5 6 ? N/A D3 ? 3+ 
6+ 5 6 ? N/A 1 ? 3+ 


A Deathstrike is equipped with: heavy bolter. A Deathstrike is also equipped with a Deathstrike missile, but unlike 
conventional weapons, this is described in the Abilities section of this datasheet. 


WEAPON 


Heavy bolter 36 


Heavy flamer 12° 


Each time an attack is made with this 
weapon, that attack automatically hits 
the target. 


OTHER WARGEAR 


Dozer blade 


ABILITIES 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


characteristic, Advance rolls and charge rolls. 


The bearer gains the ARMOURED keyword, and each time a ranged attack with a Damage 


Armoured tracks 
that attack. 


characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 


WARGEAR OPTIONS _ 


* This model's heavy bolter can be replaced with 1 heavy flamer. 


* This model can be equipped with 1 dozer blade 
* This model can be equipped with 1 hunter-killer missile 
* This model can be equipped with 1 armoured tracks. 


Regimental Tactics (pg ?5) 


Deathstrike Missile: During the Muster Armies step, after 
you have seen your opponent's army roster, select one 
of the following warheads for this model to be equipped 
with and make a note of this selection on your army 
roster: godspear warhead; plasma barrage warhead; 
vortex warhead 


Align Target: This model can perform the following action 


Align Target (Action): In your Command phase, any 
number of DEATHSTRIKE models from your army 

that have not launched their missile (see right) can 
start to perform this action. The action is completed 
atthe end of your turn. If completed, you must do 
one of the following: (1) place a Deathstrike Target 
marker anywhere on the battlefield for the model 
that completed this action; (2) if a Deathstrike Target 
marker is already on the battlefield for the model that 
completed this action, move that marker to anywhere 
on the battlefield. 


Explodes: When this model is destroyed, roll one D6 
before removing it from plau, adding 3 to the result if 
this model has not launched its missile (see right). 
On a 6+ it explodes, and each unit within 6" suffers D3 
mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 


KEYWORDS: VEHICLE, ARTILLERY, SMOKE, REGIMENTAL, SQUADRON, DEATHSTRIKE 


Launch Missile: In your Shooting phase, when this model 
is selected to shoot, if it is not within Engagement Range 
of any enemy units, its Deathstrike Target marker is on the 
battlefield (see left), and it has not launched its missile, 
you can choose for its missile to be launched. If you do 
so, resolve the relevant effect below for the warhead this 
model is equipped with (see left): 


* Godspear Warhead: Roll one D6 for each unit within 3" 
of the centre of this model's Deathstrike Target marker: 
on a 2-3, that unit suffers 8 mortal wounds; on a 4-5, 
that unit suffers 12 mortal wounds; on a 6, that unit 
suffers 16 mortal wounds. Then remove this model's 
Deathstrike Target marker from the battlefield. 


* Plasma Barrage Warhead: Roll one D6 for each unit 
within D3+6" of the centre of this model's Deathstrike 
Target marker, subtracting 1 from the result if that unit is 
an INFANTRY CHARACTER unit: on a 2-3, that unit suffers 
D3+1 mortal wounds; on a 4-5, that unit suffers 2D3 
mortal wounds; on a 6, that unit suffers D3+3 mortal 
wounds. Then remove this model's Deathstrike Target 
marker from the battlefield. 


Vortex Warhead: At the end of each of your Shooting 
phases, if this model's Deathstrike Target marker is on 
the battlefield, roll one D6 for each unit within D3+3" 

of the centre of that marker: on a 2-3, that unit suffers 
D3 mortal wounds; on a 4-5, that unit suffers D3«1 
mortal wounds; on a 6, that unit suffers 2D3 mortal 
wounds. Then roll one D6: on a 1-3, remove this model's 
Deathstrike Target marker from the battlefield; on a 4+, 
do not remove that marker from the battlefield, but that 
marker cannot be moved using the Align Target action 
(see left) for the rest of the battle. 


CHIMERA D power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name MWS BS S T 
1  Chimera (6+ wounds remaining) 12" 6+ 4+ 6 ? 11 
Chimera (3-5 wounds remaining) 1n br LCS 6 ? N/A 
Chimera (1-2 wounds remaining) 8" 6+ 6+ 6 ? N/A 1 3+ 
A Chimera is equipped with: heavy bolter; lasgun array; Chimera multi-laser. 
WEAPON RANGE TYPE S AP D ABILITIES 
Chimera heavy bolter 36" Heavy 3 5 -1 2  TurretWeapon (pg ?5) 


Turret Weapon (pg 75). Each time an 
Chimera heavy flamer 12" Heavy D6 5 4 1  attackis made with this weapon, that 
attack automatically hits the target. 


Chimera multi-laser 36 Heavy 4 6 2! 1  TurretWeapon (pg ?5) 


Ni 


Heavy bolter 36" Heavy 3 5 1 


Each time an attack is made with this 


Heavy flamer 12" Heavy D6 5 1 1 weapon, that attack automatically hits 
the target. 
Lasgun array 24" . RapidFireG 3 0 y e 


OTHER WARGEAR ABILITIES 


The bearer gains the DOZER BLADE keyword, and can ignore any or all modifiers to its Move 


Dore pede characteristic, Advance rolls and charge rolls. 
The bearer gains the ARMOURED keuword, and each time a ranged attack with a Damage 
Armoured tracks characteristic of 1 is allocated to the bearer, add 1 to the armour saving throw made against 


that attack. 


WARGEAR OPTIONS 


* This model's heavy bolter can be replaced with 1 heavy flamer. 

* This model's Chimera multi-laser can be replaced with one of the following: 1 Chimera heavy bolter; 1 Chimera 
heavy flamer. 

* This model can be equipped with one of the following: 1 heavy stubber; 1 storm bolter. 


* This model can be equipped with 1 dozer blade. 
* This model can be equipped with 1 hunter-killer missile. 
* This model can be equipped with 1 armoured tracks. 


ABILITIES 


Regimental Tactics (pg 75) Mobile Command Vehicle: In your Command phase, 
if one or more OFFICER models are embarked within A workhorse armoured 

this TRANSPORT model, one of those OFFICER models troop carrier, the Chimera 
can issue one Order it knows. When doing so, measure is a durable and practical 


distances to and from this TRANSPORT model. tank, employed to 
ferry infantry into the 


Explodes: When this TRANSPORT model is destroyed, 

roll one D6 before any embarked models disembark and 
before removing it from play. On a 6 it explodes, and each 
unit within 6" suffers D3 mortal wounds. 


TRANSPORT harshest war zones. While 
embarked, its passengers 

This model has a transport capacity of 12 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran operate the tank's in-built 

Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space lasgun arrays in safety; 

of 3 models. ce they dismount, the 
Chimera provides fire 

FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM support with its versatile 


KEYWORDS: VEHICLE, TRANSPORT, SMOKE, REGIMENTAL, SQUADRON, CHIMERA heavy weapons 
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Designed to exploit gaps 
in the enemy battle line 
or plug holes torn in the 
Astra Militarum's own, the 
Taurox is a swift armoured 
transport, its armoured 
tracks enabling it to cross 
difficult terrain with ease. 
The Taurox's autocannons 
mow down the foe as it 
roars forward, eliminating 
threats to its passengers as 
they rapidly deploy. 


TAUROX 


Some of this model's characteristics change as it suffers damage, as shown below: 


1 Taurox (6+ wounds remaining) 6+ 6 6 10 ? 3+ 


Taurox (3-5 wounds remaining} 6+ 6 6 N/A ? 3+ 
Taurox (1-2 wounds remaining) 6+ 6 6 N/A ? 3+ 


A Taurox is equipped with: 2 autocannons. 


N 
h 
N 


Heavy 2 
Rapid Fire 2 = 0 1 


Autocannon 48 


Storm bolter 24" 


* This model can be equipped with 1 storm bolter. 


Regimental Tactics (pg 75) 


Armoured Tracks: Each time a ranged attack with a Damage characteristic of 1 is allocated to this model, add 1 to the 
armour saving throw made against that attack 


Explodes: When this TRANSPORT model is destroyed, roll one D6 before any embarked models disembark and before 
removing it from play. On a 6 it explodes, and each unit within 6" suffers D3 mortal wounds 


SPOR é 


This model has a transport capacity of 10 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran 
Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space 
of 3 models 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, TRANSPORT, ARMOURED, REGIMENTAL, SQUADRON, TAUROX 


112 


VALKYRIE 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M 
1 Valkyrie (8+ wounds remaining) 20-40" 
Valkyrie (4-7 wounds remaining) 20-35" 
Valkyrie (1-3 wounds remaining) 20-30" 


WST-BSUE S1 xU x*-W 


6+  3« ? ? 14 
6+ 4+ ? ? N/A 
6+ 54 ? ? N/A 1 ? 3+ 


A Valkyrie is equipped with: hellstrike missiles; Militarum multi-laser. 


WEAPON RANGE TYPE S 
Heavy bolter 36" Heavy 3 5 
Hellstrike missiles We Heavy 1 8 
Lascannon 48" Heavy 1 9 
Militarum multi-laser 36" Heavy 4 6 
Multiple rocket pod 36" Assault D6 6 


AP 
d 


D ABILITIES 
2 


Each time an attack is made with this weapon 
against an AIRCRAFT unit, add 1 to that attack's 
3  hitroll. Each time an attack made with this 
weapon is allocated to an AIRCRAFT model, that 
attack has a Damage characteristic of D3«3. 


D6 
dana 
1 Blast 


WARGEAR OPTIONS 


* This model's Militarum multi-laser can be replaced with 1 lascannon. 


* This model's hellstrike missiles can be replaced with 2 multiple rocket pods. 


* This model can be equipped with 2 heavy bolters. 


ABILITIES 


Airborne Assault: During deployment, you can set up 
this unit high in the skies instead of setting it up on the 
battlefield. If you do so, then in the Reinforcements step 
of one of your Movement phases you can set up this unit 
anywhere on the battlefield that is more than 9" away 
from any enemy models. 


Supersonic: Each time this model makes a Normal Move, 
Advances or Falls Back, first pivot it on the spot up to 90* 
(this does not contribute to how far the model moves), 
then move this model straight forwards. It cannot pivot 
again after the initial pivot 


Hard to Hit: Each time a ranged attack is made against * 
this model, subtract 1 from the hit roll 


Hover Jet: In your Command phase, this model can hover. 
If it does so, then until the start of your next Command 
phase, its Move characteristic becomes 20" and it loses 
the Supersonic and Hard to Hit abilities 


Explodes: When this TRANSPORT model is destroyed, 

roll one D6 before any embarked models disembark and 
before removing it from play. On a 6 it explodes, and each 
unit within 6" suffers D6 mortal wounds. 


TRANSPORT 


Grav-chute Insertion: In your Movement phase, when 
this TRANSPORT model makes a Normal Move, one or 
more units embarked within it can disembark at any point 
during that move. If they do so: 


* Models in those units must be set up more than 9" 
away from any enemy models. MILITARUM TEMPESTUS 
models in those units must be set up more than 6" away 
from any enemy models. 


* |f this TRANSPORT model moves 20" or more this phase, 
roll one D6 for each model that disembarks using this 
ability (excluding MILITARUM TEMPESTUS models], 
before setting that model up. On a 1, that model 
is destroyed 


* Models in those units count as having made a Normal 
Move this phase; they cannot move further this phase 
and can never use rules that would allow them to count 
as having Remained Stationary this turn. In addition, 
those units cannot declare a charge this turn, but can 
otherwise act normally (shoot, fight, etc.) this turn 


This model has a transport capacity of 12 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran 
Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space 


of 3 models. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, AERONAUTICA IMPERIALIS, MILITARUM TEMPESTUS 


KEYWORDS: VEHICLE, TRANSPORT, AIRCRAFT, FLY, VALKYRIE 
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Well-armed and heavily 
armoured, Valkyries are 
agile carrier-gunships 
with experienced crews 
Their pilots weave them 
through enemy fighters 
and ground fire to deliver 
their payload of soldiers, 
dropping them from high 
altitude via grav-chutes or 
hovering at lower levels 
while the troops jump out 
to storm the landing zone 


| = 
Aegis Defence Lines are 
barricades comprising 
crenellated armoured 
panels that link together in 
a solid shield-wall. Thanks 
to their simple design they 
can be built and deployed 
at great speed, and are 
thus ideal for establishing 
defensive perimeters 
before more permanent 
structures can be erected. 


Terrain Feature: After this model is set up, it is treated as an Area Terrain feature with the following terrain traits, as 
described in the Warhammer 40,000 Core Book 
* Defence Line 


* Light Cover 
* Heavy Cover 
* Defensible 


Reinforced Construction: Each time a ranged attack is allocated to a model while it is receiving the benefits of cover 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: TERRAIN, OBSTACLE, AEGIS DEFENCE LINE 


BANEBLADE 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name MWS- BS. -S TW 
1  Baneblade (16+ wounds remaining) 10" S+ 4+ 9 9 30 
Baneblade (8-15 wounds remaining) 8 - 5« 5 9 9 NA 
Baneblade (1-? wounds remaining) 6" 5+ 6+ 9 9 N/A 


A Baneblade is equipped with: co-axial autocannon; Baneblade cannon; demolisher cannon; 2 lascannons; heavy stubber; 


twin heavy bolter; 2 twin heavy flamers; adamantine tracks. 


WEAPON RANGE TYPE S AP 

Co-axial autocannon 48" Heavy 2 ? -1 2 
Baneblade cannon ?2'" Heavy3D6 9 3 3 
Demolisher cannon 24" Heavy D6 10 -3 D6 
Lascannon 48" — Heavy 9 3 D6 
Heavy stubber 36" Heavy 3 E 0 1 
Twin heavy bolter 36" | Heavy6 5 E! 2 
Twin heavy flamer 12" Heavy 2D6 5 -1 1 
Adamantine tracks Melee Melee User -2 2 


D ABILITIES 


25 power 


Turret Weapon (pg 75) 
Blast. Turret Weapon (pg 75). 
Blast 


Each time an attack is made with this weapon, 
that attack automatically hits the target. 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters. 


* This model can additionally be equipped with one of the following: 
2 lascannons and 2 twin heavy bolters. 
2 lascannons and 2 twin heavy flamers. 


More rolling fortress than 

vehicle, Baneblade super- 
heavy tanks are possessed 
of overwhelming firepower 


ABILITIES 


Explodes: When this model is destroyed, roll one D6 


Armoured Tracks: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to this model, add 
1 to the armour saving throw made against that attack. 


before removing it from play. On a 6 it explodes, and each 
unit within 2D6" suffers D6 mortal wounds. 


Wherever a Baneblade 
sees battle, it becomes 
the centre of the battle 
line, Imperial Guardsmen 
and even smaller tanks 
sheltering in its lee as its 
enormous primary cannon 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 


KEYWORDS: VEHICLE, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, BANEBLADE 


DEPARTMENTO SUMMARY RECORD: 7A3:04A 


SUPER-HEAVY ARMOURED REGIMENT 


MILITARUM ARMOUR DESIGNATION: BANEBLADE 
YARRICK IV, BANEBLADE OF THE 70TH ARMAGEDDON 


and numerous other guns 
pulverise the foe 


Bristling with armaments, a Baneblade is 
an unmistakable icon of the Imperium’s 
armoured supremacy. A single one of these 
super-heavy war engines can serve as the 
mailed fist of an Astra Militarum offensive, 
or as the unassailable linchpin of even the 
most desperate of defences. Indeed, individual 
Baneblade tanks are often attached to infantry 
or mixed forces, though they are also widely 

fielded in entire Baneblade regiments. 


Possessed of exceptionally thick armour 

and a near indefatigable power plant, the 
Baneblade has been deployed in many varied 
war zones throughout the Imperium. In 
battle, its colossal silhouette seems to shimmer 
with the constant vibration of its pounding 
cannon and guns, and attached infantry 
platoons are frequently deafened, even as the 
ranks of the enemy flee from it in abject terror. 


5 


Orr, 


Where the Banehammer 
excels is as a defensive 
anchor in the Imperial 
Guard's formations. Those 
enemies not blasted apart 
by its tremor cannon's 
shells are brought to 

a crawl as the ground 
splits beneath them. The 
stunned foe is then forced 
to push slowly forward 
beneath a further barrage, 
or else retreat in disarray 


BANEHAMMER 


23 POWER 


Some of this model's characteristics change as it suffers damage, as shown below: 


ale Name - = e e w t d v 
1 Banehammer (15+ wounds remaining) 10 5+ 9 9 28 8 2+ 
Banehammer (8-14 wounds remaining) S+ 5 9 9 N/A 8 2+ 
Banehammer (1-7 wounds remaining) 5+ ) 9 9 N/A } 8 2+ 


Lascannon 48 Heavy 1 

Tremor cannon 36" Heavy 206+3 10 
Twin heavy bolter 36" Heavy 6 5 
Twin heavy flamer 12"  Heavy2D6 5 
Adamantine tracks Melee Melee User 


A Banehammer is equipped with: 2 lascannons; tremor cannon; twin heavy bolter; 2 twin heavy flamers; adamantine tracks. 


D6 
3  Blast.Turret Weapon (pg 75). 
2 
Each time an attack is made with this weapon, 
that attack automatically hits the target. 
2 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters. 


* This model can additionally be equipped with one of the following: 


2 lascannons and 2 twin heavy bolters. 
2 lascannons and 2 twin heavy flamers 


AGRE Soe is 


Armoured Tracks: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to this model, add 
1 to the armour saving throw made against that attack 


Explodes: When this TRANSPORT model is destroyed, 

roll one D6 before any embarked models disembark and 
before removing it from play. On a 6 it explodes, and each 
unit within 2D6" suffers D6 mortal wounds. 


Firing Deck: In your Shooting phase, one unit embarked 
within this TRANSPORT model can be selected to shoot; 
when doing so, measure distances and draw line of 

sight from any point on this TRANSPORT model. If this 
TRANSPORT model made a Normal Move, Advanced or Fell 
Back this turn, embarked units are considered to have 
done the same. While this TRANSPORT model is within 
Engagement Range of any enemy units, embarked units 
cannot shoot, except with Pistols. 


Y-—— m "EE OD CET i 


This model has a transport capacity of 25 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran 
Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space 


of 3 models. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 


KEYWORDS: VEHICLE, TRANSPORT, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, BANEHAMMER 


Though primarily deployed in defensive roles, 
like all super-heavy tanks the Banehammer 
is capable of surging forward and crushing 
opposing lines, its punishing tremor cannon 
being just as effective in hobbling cowering 
knots of enemies during an armoured assault. 


Banehammers are also fitted with an 
armoured transport hold. Often, this will 


be used to protect elite infantry units from 
artillery and tank fire, enabling them to add 
their own fire to the tank’s. The infantry are 
then unleashed once the battered enemy has 
moved within their range. Alternatively, the 


DEPARTMENTO SUMMARY RECORD: 352: 9B4 
MILITARUM ARMOUR DESIGNATION: BANEHAMMER 
BRINGER OF CATACLYSMS, BANEHAMMER OF THE 


Banehammer can plough forward and unload 
its troops in the face of the foe. 2 


.VOSTROYAN 41ST SUPER-HEAVY ARMOURED REGIMENT 
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BANESWORD 24 power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M. WS BS ..S T 
1 Banesword (16+ wounds remaining) 10" S+ 4+ 8 9 
|. Banesword(8-Swoundsremaining ^ — 8' 5+ 5« 9 9 [ 
Banesword (1-? wounds remaining) 6" 5+ 6+ 9 9 N/A 3 8 2+ 


A Banesword is equipped with: 2 lascannons; quake cannon; twin heavy bolter; 2 twin heavy flamers; adamantine tracks. 


WEAPON RANGE TYPE S AP D ABILITIES 

Lascannon 48 Heavy 1 9 -3 D6 

Quake cannon 96° HeavyyD6+6 14 -4 4  Blast.TurretWeapon(pg?5). = ž 
Twin heavy bolter 36" Heavy 6 5 1 2 


Tin heavy flamer 12° Heay206 5 4 1 Ne ee oer s 


Adamantine tracks Melee Melee User -2 2 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters 


The Banesword obliterates 


* This model can additionally be equipped with one of the following: enemy vehicles and 
2 lascannons and 2 twin heavy bolters fortifications that prove 
2 lascannons and 2 twin heavy flamers insurmountable to the 


Imperial Guard's remaining 


ABILITIES arsenal. Its quake cannon 
tears gaping voids in the 
Armoured Tracks: Each time a ranged attack with a Explodes: When this model is destroyed, roll one D6 strongest defensive lines 
Damage characteristic of 1 is allocated to this model, add before removing it from play. On a 6 it explodes, and each at extreme range, enabling 
1 to the armour saving throw made against that attack unit within 2D6" suffers D6 mortal wounds it to open breaches for 
allied forces to exploit 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM before the enemy has a 


KEYWORDS: VEHICLE, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, BANESWORD chance to return fire 


Walled strongpoints and arrayed enemy 
" "T^ ! t 
armour can prove insurmountable to an — 


a M -- 41 -—m -A g — S : i 
m Fy Astra Militarum offensive, regardless of how 
$3 434 7 many footslogging troops are marched against 
" "S 1 FoXPS E £a them. But a single Banesword can level — 
e E s 3m $4. “such obstructions with ease. The destructive 
l ws e da 


quake cannon each of these super-heavy 
-tanks carries is said to have been designed to 
be carried by the god-engines of the Titan 
Legions. Some even whisper that the macto- 
shells these weapons fire carry a fragment of 
the dread taint of Exterminatus. 


With a handful of shots, a Banesword can 

wreck | the most redoubtable of bastions. To 

exploit the breaches they cause, Banesword 

- squadrons are often attached to aggressive 
siege regiments, or are followed by assault 

- companies of infantry, cavalry and close- 

| quarters attack vehicles that eradicate what 

— enemies are left alive. 

A 
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DEPARTMENTO SUMMARY RECORD: 162:8LS 
MILITARUM ARMOUR DESIGNATION: BANESWORD è .. 
NIGHT FATHER, BANESWORD OF THE MORDIAN 519TH 
SUPER-HEAVY ARMOURED REGIMENT 


Part mobile bastion and 
part close-range Titan- 
killer, the Doomhammer 
contains a sizeable troop 
compartment, enabling 

it to transport a number 
of battle-ready soldiers 
At the front lines, the 
troops are deployed to 
engage light targets while 
the tank's magma cannon 
melts monstrous chitin and 
armour to cinder and slag 


DOOMHAMMER 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name MOCSWS.CBS S T w A T. 25V 
1 Doomhammer (15+ wounds remaining) 10" S+ 4+ 9 9 28 9 24 
Doomhammer (8-14 wounds remaining) Cr oh ON B 9 NA 6 8 2+ 
Doomhammer (1-7 wounds remaining) 6" 54 6+ 9 9 N/A 3 2+ 


A Doomhammer is equipped with: 2 lascannons; magma cannon; twin heavy bolter; 2 twin heavy flamers; 


adamantine tracks. 


RANGE TYPE S 
Lascannon 48" Heavy 1 9 
Magma cannon 48" HeavyD6+3 10 
Twin heavy bolter 36" Heavy 6 5 
Twin heavy flamer 12" Heavy 206 5 
Adamantine tracks Melee Melee User 


AP D ABILITIES 
-3 


D6 
Blast. Turret Weapon (pg 75). Each time an 
-5 0642 attack made with this weapon targets a unit 
within half range, that attack has a Damage 
characteristic of D6+4. 
2 
Each time an attack is made with this weapon, 
that attack automatically hits the target. 
-2 2 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters. 
* This model can additionally be equipped with one of the following: 


2 lascannons and 2 twin heavy bolters. 
2 lascannons and 2 twin heavy flamers. 


ABILITIES 


Armoured Tracks: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to this model, add 
1 to the armour saving throw made against that attack 
Explodes: When this TRANSPORT model is destroyed, 

roll one D6 before any embarked models disembark and 
before removing it from play. On a 6 it explodes, and each 
unit within 2D6" suffers D6 mortal wounds. 


TRANSPORT 


Firing Deck: In your Shooting phase, one unit embarked 
within this TRANSPORT model can be selected to shoot; 
when doing so, measure distances and draw line of 

sight from any point on this TRANSPORT model. If this 
TRANSPORT model made a Normal Move, Advanced or Fell 
Back this turn, embarked units are considered to have 
done the same. While this TRANSPORT model is within 
Engagement Range of any enemy units, embarked units 
cannot shoot, except with Pistols. 


This model has a transport capacity of 25 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran 
Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space 


of 3 models. 
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HELLHAMMER 26 power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name Ws: BS .5 T 

1  Hellhammer (16+ wounds remaining) 10" 5+ 4+ 9 9 
 Hellhammer(8-15woundsremainng ^ 8' S+ S+ 9 9 

Hellhammer (1-? wounds remaining) 6" 54 6+ 9 9 


A Hellhammer is equipped with: co-axial autocannon; demolisher cannon; heavy stubber; Hellhammer cannon; 2 
lascannons; twin heavy bolter; 2 twin heavy flamers; adamantine tracks. 


WEAPON RANGE TYPE S AP D ABILITIES 

Co-axial autocannon 48" Heavy 2 ? -1 2  TurretWeapon (pg 75) 

Demolisher cannon .24' Heavy D6 10 -3  D6 Blast à SS 
Heavy stubber 36" Heavy 3 3 0 1 


_ Blast. Turret Weapon (pg 75). Each time 
an attack is made with this weapon, the — 


Hellhammer cannon - 36" Heavy3D6+6 7? -2 


target does not receive the benefits of 
= : Light Cover against that attack. —— 
Lascannon 48 Heavy 1 9 -3 D6 - 
Twin heavy bolter 36° Heavy6 —t N a St 
Each time an attack is made with this 
Twin heavy flamer 12’ Heavy 206 5 1 1 weapon, that attack automatically hits 
the target. 


Adamantinetracks - Melee Melee —  Usr 2 2 - - — $ 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters. 
* This model can additionally be equipped with one of the following: The Hellhammer is 

2 lascannons and 2 twin heavy bolters. optimised for close- 

2 lascannons and 2 twin heavy flamers quarters warfare, its 
armour proof against most 


ABILITIES infantry seeking to attack 
from nearby. The tank's 
Armoured Tracks: Each time a ranged attack with a Explodes: When this model is destroyed, roll one D6 multiple rapid-firing guns 
Damage characteristic of 1 is allocated to this model, add before removing it from play. On a 6 it explodes, and each shred exposed targets, 
1 to the armour saving throw made against that attack. unit within 2D6" suffers D6 mortal wounds. while the concussive 
blast radius of its primary 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM cannon pounds dug-in 


KEYWORDS: VEHICLE, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, HELLHAMMER enemy lairs to dust 


Hellhammers are perfectly built for 
driving through a besieged hive city, choking 
manufactorum or claustrophobic jungle; 

the crew ignore the ineffective shots fired by 
enemy infantry hidden amongst rubble or — 
vegetation, and answer with their own hail of 
explosive shells. | 


A Hellhammer is often used as a vanguard 
vehicle when making an infantry surge into 
enemy territory. The massive tank can be 
fitted with sponsons bearing las, bolt and 
flamer weaponry, making it nearly impervious 
to covert flanking manoeuvres. Foot-bound 
troops can march freely in its wake, safe in 


i l the knowledge that the Hellhammer will lay 
DEPARTMENTO SUMMARY RECORD: C7D:163 before them a carpet of enemy corpses. 
MILITARUM ARMOUR DESIGNATION: HELLHAMMER 
JUNGLE REAPER, HELLHAMMER OF THE CATACHAN XXXV 
SUPER-HEAVY ARMOURED REGIMENT 


The Shadowsword is 
designed to bring a swift 
and crushing end to 

drawn out engagements 
against the most titanic 
opposition. Its volcano 
cannon emits a laser beam 
so powerful that infantry 


and vehicles are atomised, 


while its favoured super- 
heavy prey are cored and 
toppled by the lance of 
thrumming energy. 


i EPARTMENTO SUMMARY RECORD: 8 
 MILITARUM ARMOUR DESIGNATION: SHA 
WINTER’S END, SHADOWSWORD OF THE 


 SUPER-HEAVY ARMOURED REGIMENT 


SHADOWSWORD 26 Power 


Some of this model's characteristics change as it suffers damage, as shown below: 


1 Shadowsword (16+ wounds remaining) 10" 5+ 4+ 9 9 30 E 8 2+ 
Shadowsword (8-15 wounds remaining) fb se ae SN eee 
= Shadowsword (1-7 wounds remaining) 6" 54 6+ 9 9 N/A 3 8 2+ 


A Shadowsword is equipped with: 2 lascannons; twin heavy bolter; 2 twin heavy flamers; volcano cannon; 
adamantine tracks. 


WEAPON RANGE TYPE S AP D ABILITIES 


Lascannon 48" Heavy 1 9 -3 D6 

Twin heavy bolter | 36  Heavg6 br nee > — —UáaÓ ea 
HEP RERPRPRE E 
Volcanocanno 120" HeavyD3+3 18 -5 12  BlastTuretWeapon[pg?5). —— = 
Adamantine tracks Melee Melee User -2 MP 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters 
* This model can additionally be equipped with one of the following: 

2 lascannons and 2 twin heavy bolters 

2 lascannons and 2 twin heavy flamers 


ABILITIES 
Armoured Tracks: Each time a ranged attack with a Explodes: When this model is destroyed, roll one D6 
Damage characteristic of 1 is allocated to this model, add before removing it from play. On a 6 it explodes, and each 
1 to the armour saving throw made against that attack. unit within 2D6" suffers D6 mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, SHADOWSWORD 


aoa hs tat bax E ai Mn ee <p P To———— mE E 
= = SEE EP J/ g there has the Baneblade A 
a ~~ $0 speak n nerous histo ies di id rolls o 
honour — there has also been its sister war 
achin shade wsword. Tho gh Second , = 
eration’ Shadowswords exist, produced... | 
en forge worlds acking the original advanc d. 
technology, true Shadowswords are armed 
with a volcano cannon. These huge laser 
weapons are powered by capacitors that draw 
power directly from the tank's sanctified — 
engine block. The control of this holy — 
power is often overseen by a highly 
specidived Engineer —— [1 


m 


Wraithknights, bio-titans and 
— Gargants can all be toppled by a 
Shadowsword. Yet their technology is rare; 
though Shadowsword regiments exist, it is 
Jar more common for them to form specialised 
Titan-hunter companies within super- 
— heavy regiments. 


STORMLORD 25 power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M WS BS $ T W A id Sy 

1 Stormlord (15+ wounds remaining) ( 54 4 9 9 28 E 8 24 
Stormlord (8-14 wounds remaining) 54 9 9 N/A 8 24 
Stormlord (1-? wounds remaining) 5 54 9 9 N/A 3 8 2+ 


A Stormlord is equipped with: 2 heavy stubbers; 2 lascannons; twin heavy bolter; 2 twin heavy flamers; vulcan mega-bolter; 
adamantine tracks. 


Heavy stubber 36' Heavy 3 E 0 1 

Lascannon 48" Heavy 1 9 :3 D6 

Twin heavy bolter 36 Heavy 6 5 1 2 
ee ee et 
Vulcan mega-bolter 48" Heavy 20 6 -2 2 Turret Weapon (pg 75) 

Adamantine tracks Melee Melee User -2 RR 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters. 


* This model can additionally be equipped with one of the following: 
2 lascannons and 2 twin heavy bolters. 
2 lascannons and 2 twin heavy flamers 


Armoured Tracks: Each time a ranged attack with a Firing Deck: In your Shooting phase, one unit embarked 
Damage characteristic of 1 is allocated to this model, add within this TRANSPORT model can be selected to shoot; 
1 to the armour saving throw made against that attack. when doing so, measure distances and draw line of 


sight from any point on this TRANSPORT model. If this 

TRANSPORT model made a Normal Move, Advanced or Fell 
Back this turn, embarked units are considered to have Boasting an expanded 
done the same. While this TRANSPORT model is within transport capacity, the 


Stormlord is the ultimate 
Engagement Range of any enemy units, embarked units s = " 

h h Pistol assault vehicle. From firing 
cannot shoot, except with Pistols. steps, the squads it carries 
POR level their own firepower 
at the enemy, but their 


Explodes: When this TRANSPORT model is destroyed, 

roll one D6 before any embarked models disembark and 
before removing it from play. On a 6 it explodes, and each 
unit within 2D6" suffers D6 mortal wounds 


This model has a transport capacity of 40 ASTRA MILITARUM INFANTRY models. Each Heavy Weapons Team and Veteran shots are eclipsed by the 
Heavy Weapons Team model takes up the space of 2 models. Each OGRYNS and BULLGRYNS model takes up the space hurricane of huge, mass- 
of 3 models. reactive shells unloaded 
by the twin barrels of the 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM Stormlord's vulcan 


KEYWORDS: VEHICLE, TRANSPORT, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, STORMLORD mega-bolter. 


The Stormlord's front-facing vulcan | 
mega-bolter is a weapon more usually borne 

by the immense god-machines of the Titan 

Legions. Spitting out thousands of explosive 

rounds per minute, this formidable armament 

is capable of wearing down and snuffing out 

even void shields. Its destructive torrent is 

far more efficient at eviscerating swathes of 


light vehicles and heavily armoured infantry, 

however, reaping a horrendous tally with 

even a minimal burst. On the approach, the 
DEPARTMENTO SUMMARY RECORD: 30V:44G Stormlord's cargo of troops soften opposing f 


MILITARUM ARMOUR DESIGNATION: STORMLORD infantry before disembarking and charging into t 
MOTHER OF BOLTS, STORMLORD OF THE CADIAN 1378TH the fray, the vehicle’s huge bulk shielding their I 


.SUPER-HEAVY ARMOURED REGIMENT flank as it lays down supporting fire. . 
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A Stormsword is ideal for 
clearing enemy-held choke 
points. The shells fired by 
its siege cannon release a 
concentrated concussive 
wave on detonation. Those 
not pulverised outright 

are torn apart by slivers 

of the cover they cowered 
behind, barricades 
becoming lacerating shards 
and battlements storms of 
razor-edged fragments 


DEPARTMENTO SUMMARY RECORD: 4A2:33M 

MILITARUM ARMOUR DESIGNATION: STORMSWORD 

EYE OF JUDGEMENT, STORMSWORD OF THE CADIAN 8TH 
SUPER-HEAVY ARMOURED REGIMENT 


STORMSWORD 


Some of this model's characteristics change as it suffers damage, as shown below: 


24 power 


1  Stormsword (16+ wounds remaining) 10" 5+ 4+ 9 9 30 g 8 2+ 
Stormsword (8-15 wounds remaining] 8* 5+ 5+ 9 9 N/A 6 8 2+ 
Stormsword (1-7 wounds remaining) 6" 5+ 6+ 9 9 N/A 3 8 2+ 


A Stormsword is equipped with: 2 lascannons; Stormsword siege cannon; twin heavy bolter; 2 twin heavy flamers; 
adamantine tracks. 


WEA RANGE TYPE S AP D ABILITIES 


Lascannon 48 Heavy 1 9 -3 D6 - 
Blast. Turret Weapon (pg 75). Each time an 
z 2 attack is made with this weapon, the target 
Stormsword siege cannon 50 HeavyD6+6 12 4 p3a«3 does not receive the benefits of Light Cover 
against that attack. 
Twin heavy bolter 36" Heavy 6 5 -1 2 
- Each time an attack is made with this weapon, 
bitmaps anal Se ae ecu Lo atate automatically hits the target. 
Adamantine tracks Melee Melee User -2 PO 


WARGEAR OPTIONS 


* This model's 2 twin heavy flamers can be replaced with 2 twin heavy bolters 
e This model can additionally be equipped with one of the following: 

2 lascannons and 2 twin heavy bolters 

2 lascannons and 2 twin heavy flamers 


ABILITIES 


Armoured Tracks: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to this model, add 


Explodes: When this model is destroyed, roll one D6 
before removing it from play. On a 6 it explodes, and each 


1 to the armour saving throw made against that attack unit within 2D6" suffers D6 mortal wounds. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM 
KEYWORDS: VEHICLE, TITANIC, SMOKE, ARMOURED, REGIMENTAL, SUPER-HEAVY, STORMSWORD 


According to contentious records held on 
Mars, the Stormsword pattern of super- 
heavy tank arose out of a conversion made to 
Shadowswords wrecked during the battle of 
tty Coldarkh Hive. Since the resounding success 
of that battle, Stormswords continue to be 
crafted and put to use as urban siege engines 

— both those rebuilt from the salvaged chassis 
of other tanks and a few said to be built from 
seratch by radical forge worlds. 


Stormswords specialise in sieges and dense 
street fighting, their main weapon's restricted 
range occasionally leaving them dangerously 
exposed in more open terrain. Each massive 
siege shell includes an integral rocket 
propulsion system; Stormswords launch them 
rather than fire them. The ferocious exhaust 

is vented with each shot, and was seen to broil 
attackers during the Palace of Tears assault. = 


MILITARUM TEMPESTUS 
COMMAND SQUAD 5 POWER 


No. Name M WS BS S 
4  Tempestus Scion 6' 4+ 3+ 3 3 1 
1 Tempestor Prime 6" 3e 3+ 3 3 4 3 8 4+ 


* The Tempestor Prime is equipped with: bolt pistol; frag grenades; krak grenades. 
Every Tempestus Scion is equipped with: hot-shot lasgun; frag grenades; krak grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 
Bolt pistol 12" Pistol 1 4 0 1 
Hot-shot lasgun 24" Rapid Fire 1 3 -2 ie 7 


OTHER WARGEAR X ABILITIES 


The bearer gains the MEDIC keyword. Each time a model in this unit would lose a wound, roll one 


sal NE D6: on a 5+, that wound is not lost 

The bearer gains the REGIMENTAL STANDARD keyword and the following ability: ‘Regimental 

Regimental standard Standard (Aura): While a friendly ASTRA MILITARUM CORE unit is within 6" of the bearer's unit, 
each time a model in that ASTRA MILITARUM CORE unit makes an attack, re-roll a wound roll of 1.’ 


The bearer knows Prefectus Orders (pg 77) in addition to Regimental Orders. The bearer can 
Tempestus only issue Prefectus Orders to TEMPESTUS SCIONS units; when doing so, for the purposes of the 
command rod Regimental Tactics ability (pg 75), you can only select other friendly TEMPESTUS SCIONS units 
within 6" of the unit originally selected for that Order to also be affected by that Order. 
The bearer gains the VOX-CASTER keuword. Each time an OFFICER in the bearer's unit issues an 
Order (pg 75), you can increase the range at which that order can be issued to 24", but only if 
you select a friendly VOX-CASTER unit to issue that order to (all other rules for issuing Orders 
still apply). 


Master vox 


WARGEAR OPTIONS 


* Any number of Tempestus Scions can each have their hot-shot lasgun replaced with one of the following: 1 flamer; 1 


grenade launcher; 1 hot-shot volley gun; 1 meltagun; 1 plasma gun.* 
* 1 Tempestus Scion's hot-shot lasgun can be replaced with 1 hot-shot laspistol and 1 master vox. 
* 1 Tempestus Scion equipped with a hot-shot lasgun can be equipped with 1 regimental standard.** 
* 1 Tempestus Scion's hot-shot lasgun can be replaced with one of the following: 
1 hot-shot laspistol and 1 medi-pack 
1 hot-shot lasgun, 1 hot-shot laspistol and 1 medi-pack."* 
* The Tempestor Prime's bolt pistol can be replaced with one of the following: 1 plasma pistol; 1 Tempestus 
command rod 


* You cannot select the same weapon more than once per unit 
** This model's hot-shot lasgun cannot be replaced 


Voice of Command, Regimental Tactics (pg 75) Storm Troopers: Each time a model in this unit makes an 
Aerial Drop: During deployment, you can set up this unit attack, an unmodified hit roll of 6 scores 1 additional hit 

> X ó : Led by driven officers 
high in the skies instead of setting it up on the battlefield Refractor Field: The TEMPESTOR PRIME model has a 5+ y ie " 

* lie fein f P ; i known as Tempestor 
you do so, then in the Reinforcements step of one o invulnerable save Primes, the Command 
your Movement phases you can set up this unit anywhere Squads of the Militarum 
on the battlefield that is more than 9" away from any Tempestus comprise 

enemy models veteran Tempestus 


Scions. These specialists 
guard and support the 
Tempestor Prime while the 
x - officer marshals their elite 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, MILITARUM TEMPESTUS soldiers into the perfect 
KEYWORDS (TEMPESTOR PRIME): INFANTRY, CHARACTER, OFFICER, TEMPESTOR PRIME positions for the mission 
KEYWORDS (TEMPESTUS SCION): INFANTRY, COMMAND SQUAD at hand 


COMMANDING AUTHORITY 


The TEMPESTOR PRIME model knows Regimental Orders (pg 76). In your Command phase, it can issue one Order 
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Tempestus Scions are elite 
soldiers, well-trained in 
numerous combat styles, 
equipped to the highest 
standard and protected 
by reinforced carapace 
armour. Primed for a 
wide variety of specialist 
missions, their most 
common armament is an 
armour-piercing hot- 
shot lasgun fitted with 
advanced sights 


Tempestor with chainsword 
and hot-shot laspistol 


TEMPESTUS SCIONS D power 


No. Name M WS BS S TW At bd. Sv 
4-9  Tempestus Scion 6" 4+ 3+ 3 3 1 2 4+ 
1  Tempestor 6" 4+ 3 3 3 1 3 8 4+ 


If this unit contains 6 or more models, it has Power Rating 10. 
The Tempestor is equipped with: hot-shot laspistol; chainsword; frag grenades; krak grenades. 
Every Tempestus Scion is equipped with: hot-shot lasgun; frag grenades; krak grenades. 


WEAPON RANGE TYPE S AP D ABILITIES 

Hot-shot lasgun 24" Rapid Fire 1 3 -2 1 

Hot-shot laspistol 12" Pistol 1 3 -2 Lc 

A ERL S alae User 0 Each time the bearer fights, it makes 1 


additional attack with this weapon. 


OTHER WARGEAR ABILITIES 


Vox-caster The bearer gains the VOX-CASTER keuword. 


WARGEAR OPTIONS 


* For every 5 models in this unit, up to two Tempestus Scions can each have their hot-shot lasgun replaced with one of 
the following: 1 flamer; 1 grenade launcher; 1 hot-shot volley gun; 1 meltagun; 1 plasma gun.* 


* One Tempestus Scion's hot-shot lasgun can be replaced with 1 hot-shot laspistol and 1 vox-caster. 
* The Tempestor's chainsword can be replaced with one of the following: 1 power fist; 1 power sword. 
* The Tempestor's bolt pistol can be replaced with one of the following: 1 hot-shot laspistol; 1 plasma pistol. 


* You cannot select the same weapon more than once per unit, unless the unit contains 10 models, in which case you 
cannot select the same weapon more than twice per unit. 


ABILITIES 


Regimental Tactics (pg 75) Aerial Drop: During deployment, you can set up this unit high in the 
skies instead of setting it up on the battlefield. If you do so, then in the 
Reinforcements step of one of your Movement phases you can set up 
this unit anywhere on the battlefield that is more than 9" away from any 
enemy models. 


Storm Troopers: Each time a model in this 
unit makes an attack, an unmodified hit 
roll of 6 scores 1 additional hit. 


FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, MILITARUM TEMPESTUS 
KEYWORDS: INFANTRY, CORE, PLATOON, TEMPESTUS SCIONS 


Tempestus Scion with 
hot-shot volley gun 


Tempestus Scion with 
plasma gun 


Tempestus Scion with 
hot-shot lasgun 


Tempestus Scion with 
grenade launcher 


pO 


TAUROX PRIME 6 Power 


Some of this model's characteristics change as it suffers damage, as shown below: 


No. Name M--WS BS S i Fara 

1 Taurox Prime (6+ wounds remaining) 14 6+ 34 6 6 10 

Taurox Prime (3-5 wounds remaining) 123 -—BRB 4 6 6 N/A 
Taurox Prime (1-2 wounds remaining) 10 6+ 5 6 6 N/A 1 ? 


ATaurox Prime is equipped with: Taurox battle cannon; 2 Taurox hot-shot volley guns. 


Autocannon 48" Heavy 2 ? -1 2 

Taurox battle cannon 48" Heavy 06 ? -1 2 Blast 

Taurox gatling cannon 24" Heavy 12 = -1 1 

Taurox hot-shot volley gun 24" Rapid Fire 3 4 2 da cu 

Taurox missile launcher Before selecting targets, select one of the profiles below to make attacks with. 
- Frag missile 48" Heavy 2D6 E 0 1 Blast 

- Krak missile 48" Heavy 2 8 -2 D6 


WARGEAR OPTIONS 


* This model's Taurox battle cannon can be replaced with one of the following: 1 Taurox gatling cannon; 1 Taurox 
missile launcher. 

* This model's 2 Taurox hot-shot volley guns can be replaced with 2 autocannons. 

* This model can be equipped with 1 storm bolter. 


ABILITIES 


Regimental Tactics (pg 75) Munitorum Restrictions: If your army is Battle-forged, 
then for each Detachment in your army, you cannot 
include more TAUROX PRIME models in that Detachment 
than there are MILITARUM TEMPESTUS INFANTRY units in 
that Detachment. 


Armoured Tracks: Each time a ranged attack with a 
Damage characteristic of 1 is allocated to this model, add 
1 to the armour saving throw made against that attack. 


Explodes: When this TRANSPORT model is destroyed, 
roll one D6 before any embarked models disembark and 
bef moving it from play. On a 6 it explodes, and each : E 

oe a ne y^ : ig 3 i i technologies not available 
unit within 6" suffers D3 mortal wounds. to the wider Astra 


TRANSPORT Militarum, enabling it and 
its Tempestus Scion cargo 


This model has a transport capacity of 10 MILITARUM TEMPESTUS INFANTRY, OFFICIO PREFECTUS INFANTRY or MILITARUM to operate in the most 
AUXILLA models (it can only transport MILITARUM AUXILLA models that have been attached to a MILITARUM TEMPESTUS hazardous of war zones 

or OFFICIO PREFECTUS unit — see Regimental Attachés and Bodyguards, pages 87-89). Each OGRYNS model takes up the More heavily armed than 
space of 3 models. its namesake, it fulfils a 
tactical support role, with 
FACTION KEYWORDS: IMPERIUM, ASTRA MILITARUM, MILITARUM TEMPESTUS an adaptability suited to 
KEYWORDS: VEHICLE, TRANSPORT, ARMOURED, SQUADRON, TAUROX PRIME the Tempestus Scions 


The Taurox Prime 
incorporates arcane 
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CRUSADE 
RULE 


‘Lord Commander Solar, Lord Warden of the Segmentae Gates, Marshal of the 
Solar Regimentos, Commandant of the Tarentine Academia, Lord-General of 
the Collegiate Astrolex, Princeps-Defensor of the Castellum Fundis...' 


- Nunc-Imperialis Demeter, presenting Arcadian Leontus 
to his command staff at the onset of the Debrevk Suppression 
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CRUSADE RULES 


In this section you'll find additional rules for playing Crusade battles with the Astra Militarum, such as 
Agendas, Battle Traits and Crusade Relics that are bespoke to ASTRA MILITARUM units. You can find out more 
about Crusade armies in the Warhammer 40,000 Core Book. 


This section contains the following additional rules and content: 


BATTLE TRAITS 

ASTRA MILITARUM units can be given one of the Battle Traits 
presented on page 129 as they gain experience and are promoted 
in your Crusade force. These help to reflect the unique upgrades 
and Battle Honours that ASTRA MILITARUM units can earn. 


TOURS OF DUTY 

Armies of the Astra Militarum will typically be deployed on 
prolonged campaigns in specific theatres of the galaxy. Over 

the course of the many battles it takes to bring victory to the 
Imperium, mighty heroes and warriors will make a name for 
themselves, earning prestigious medals and decorations in the 
process. On pages 130-133 you will find rules enabling you to 
marshal your resources and lead your troops on a Tour of Duty in 


the Emperors name. 


AGENDAS 

ASTRA MILITARUM units attempt to achieve unique Agendas in 
Crusade battles, which can be found on page 134. These represent 
the unique goals of Astra Militarum armies and their particular 
methods of waging war. You can find out more about Agendas 

in Crusade mission packs, such as the one presented in the 
Warhammer 40,000 Core Book. 


REQUISITIONS 

Astra Militarum armies have access to a number of additional 
Requisitions suited to their distinctive fighting traditions, which 
can be found on page 135. 


CRUSADE RELICS 

In addition to the Crusade Relics presented in the Warhammer 
40,000 Core Book, ASTRA MILITARUM CHARACTER models can claim 
one of the Crusade Relics described on pages 136-137; these 
Relics are unique to the Astra Militarum, and grant the bearer 
power and prestige. 


On pages 138-139 you will find tables designed to help you 
generate evocative names for your soldiers and armoured 
vehicles — a great way to add further narrative to your army. 


SHOWCASE CRUSADE ARMIES 

Pages 140-141 present two characterful and highly contrasting 
Crusade forces: a contingent of Chris Peach's ostentatious 
Ventrillian Nobles, and part of Dan Harden's fearsome 18th 
Athonian Tank Corps. 


BATTLE TRAITS 


bE 
When an ASTRA MILITARUM unit gains a Battle Trait, you can use one of the tables below instead of one of the tables in the -ye 
Warhammer 40,000 Core Book to determine what Battle Trait the unit has gained. To do so, roll one D6 and consult the appropriate ri. 
table to randomly determine what Battle Trait the unit gains, or choose a Battle Trait that tells the best narrative for your unit. All 

-£-h 


the normal rules for Battle Traits apply (e.g. a unit cannot have the same Battle Trait more than once). As with any Battle Honour, 
make à note on the unit's Crusade card when it gains a Battle Trait and increase its Crusade points accordingly, as described in the 


Warhammer 40,000 Core Book. 


OFFICER UNITS 


D6 TRAIT 


Bellowing Voice 

Every order given by this officer is bellowed to their troops 

with perfect clarity and at ear-spiitting volume. 

* Add 3" to the range of all aura abilities this OFFICER's 
unit has. 

1-2 * Eachtime this OFFICER issues a Regimental or Prefectus 
Order, you can select one friendly PLATOON unit within 12" 
to be the target of that Order (instead of within 6"), and 
each time this OFFICER issues a Mechanised Order, you 
can sleect one friendly SQUADRON unit within 18" to be the 
target of that Order (instead of within 12"). 


Eye for Talent 
Always on the lookout for potential recruits, this officer moulds 
soldiers into the perfect weapon far in advance. 


Ifthis OFFICER is part of your Crusade army and was not 
destroyed during the battle, then at the end of the battle, 
select one additional unit to be Marked for Greatness. 


Draconian Disciplinarian 
This officer believes that to spare the lash is to spoil the soldier, 
and is never hesitant in dealing out despotic punishments. 


5-6 Atthe start of the Morale phase, you can select one friendly 
ASTRA MILITARUM unit within 6” of this OFFICER. Until the end of 
the phase, any Morale test taken for that unit is automatically 


passed. 


VEHICLE UNITS (EXCLUDING AiRCRAFT UNITS) 


.D6 TRAIT 


Street Fighters 
Veterans of operating in confined environments, this crew 
are not fazed by engaging foes at point-blank range 


1-2 "Improvethe Weapon Skill characteristic of models in this 
unit bu 1. 
* Models in this unit do not suffer the penalty incurred 
to their hit rolls for firing at enemy units that are within 


Engagement Range ofthis unit. 


Battlefield Hunter 
The numerous kill markings adorning this vehicle are a 


33 testament to its crew's skill at destroying rival behemoths. 
Each time a model in this unit makes a ranged attack, if the 


target ofthat attack is a VEHICLE or MONSTER unit, re-roll a 
hit roll of 1 and re-roll a wound roll of 1. 


Grizzled Crew 

Nothing short of death or total destruction will prevent this 
5-6 crew from unleashing their charge's full fighting potential. 

Each time a model in this unit loses a wound, roll one D6: on 

a 6, that wound is not lost. 


MET E N G hey P LO, 


INFANTRY AND CAVALRY UNITS 


TRAIT — 
Crazed 
These troops have fought for so long that they no longer fear 


their enemy, and their various psychological scars mean they 
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barely register new traumas. 


* You can ignore any or all modifiers to this unit's Leadership 
characteristic 

* You can re-roll Morale tests taken for this unit. 

* You can re-roll failed Out of Action tests taken for this unit. 


Stealthy 

These seasoned veterans are experts at moving amongst 
dense terrain. There are few troops with such an uncanny 
sense of timing and positioning. 


* Models in this unitignore the penalties to movement 
distances incurred for moving over Difficult Ground, 

* Each time a ranged attack is made against this unit, this 
unit receives the benefits of Light Cover against that 
attack (see the Warhammer 40,000 Core Book]. If this unit 
makes a Normal Move, Advances or Falls Back during your 
Movement phase, it loses this ability until the start of your 
next Movement phase. 


Dead Eye Shots 
Expert marksmen who obsessively maintain their weapons, 
these veterans are practised in efficient kills at range. 


Improve the Ballistic Skill characteristic of models in this unit 
by 1 


Slick Crew 

The crew of this squad's support weapon are expert in its 
handling, working with the support of the rest of their squad 
like a well-oiled machine. 


Each time a model in this unit makes an attack with a Heavy 
weapon, an unmodified hit roll of 6 scores one additional hit. 


Guerrillas 
Guerrilla fighters are seasoned hit-and-run troops, outwitting -` 
their foes and disappearing suddenly after attacking. TILI 


This unitis eligible to shoot in a turn in which it Fell Back. If it he a 
does so, then until the end ofthe turn, each time a model in aiita 
this unit makes a ranged attack, subtract 1 from that attack's 
hit roll. | 


Hardened Fighters i4 
These soldiers have fought hard to survive on numerous 44 
deadly battlefields, honing their faith and aggression until it T 
burns white hot. 4-4 
‘ 
$ 


Improve the Weapon Skill characteristic of models in this 


unitby 1. 
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TOURS OF DUTY 
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Regiments are commonly raised for service in specific campaigns. They may fight a handful of battles over the course of weeks, but 
many wars grind on for years. Such campaigns are mammoth logistical undertakings; armies of adepts, quartermasters, intelligence 
officers and specialist agents are deployed to grease the gears of war. At a campaigns conclusion, munificent generals may issue medals 
to the worthy. Only in rare circumstances does a surviving soldiers lot end in resettlement rights on a conquered planet. Most are 
unceremoniously loaded onto mass transporters, hauled back into orbit and dispatched to the next war zone to begin their duty anew. 


If your Crusade force includes any ASTRA MILITARUM units, it can 
go on a Tour of Duty to crush the enemy forces and reinforce 
the Imperium’s defences. 


Each time your Crusade force starts a Tour of Duty, you must 
first determine how many battles you will need to fight and how 
many victories are required to claim overall triumph. 


* The number of battles you will need to fight is 2D3+2. 
* The number of victories you will require is D3+2. 


Once these goals have been determined, make a note of them 
on your Order of Battle. After each battle, reduce the number of 
battles that remain to be fought by 1 (to a minimum of 0), and, 
if you won that battle, reduce the number of remaining victories 
required by 1 (to a minimum of 0). 


Once both of these numbers reach 0, congratulations - you 
have completed your Tour of Duty! You now move on to the 
culmination stage, allowing you to reward the units that served 
you well with medals and acclaim, giving them potent new 
battlefield capabilities in the process. With this complete, you 
can then begin a new Tour of Duty. 


LOGISTICS POINTS 


Each time you start a new Tour of Duty, after determining how 
many battles you need to fight and how many victories you 
require, you must assign your Crusade force's Logistics points 
for that Tour of Duty. 


Logistics points represent the various resources and assets that 
the Departmento Munitorum can bring to bear in support of 
your army, and they can be assigned to various categories, each 
granting powerful benefits or painful deficiencies, depending 
on what aspects of your Tour of Duty you wish to focus on. 
How you assign these Logistics points will have a big impact on 
the tactics and strategies you will need to make use of in your 
forthcoming games. 


COMMENDATION POINTS 

At the end of each battle your Crusade force fights, it earns 1 
Commendation point. If you won that battle, your Crusade 
force earns D3 Commendation points instead. 


Commendation points are used to award Campaign Medals 
(pg 132) to your units after completing a Tour of Duty. 
Additional Commendation points can be earned through the 
Agendas found on page 134. 


[REGIMENTAL EPITHET - ‘NOBLES’ ] 
PRIMARY SEG. DEPL.: ULTIMA / TEMPESTUS 


DEPARTMENTO SUMMARY RECORD: VIII/HON.57H 
X MILITARUM REGIMENTUM PROFILE: VENTRILLIA 
è MERIT ROLES: CLOSE ASSAULT, ARMOURED 


On the wealthy jewel world of Ventrillia, 
those that survive the subterranean coming- 
of-age ritual known as the Trial of the 
Lava Lakes enjoy a wealth that is more 
than sufficient to buy their way out of the 
Astra Militarum a dozen times over. But 
Ventrillia has a proud military culture; 
with a history of duelling that stretches 
back to pre-Imperial times, and few Nobles 
would risk the dishonour of giving up their 
regimental position — or the fiery wrath 
of any Commissar who learnt of such 
“tithe avoidance. 


Instead, soldiers ‘donate’ their wealth to 
Munitorum officials and Rogue Traders in 
exchange for assignments and passage to war 
zones rich in adventure and glory, rather than 
simply being fed to the Imperial meat grinder. 


When the Nobles go to war, they do so armed 
not only with a lasgun and bayonet, but also 
with an ancestral duelling sword, quickblade or 
heavy zweihdnder. 


Ventrillia's great mineral wealth is employed 
to equip the world’s regiments with all the 
ostentatious opulence and splendour its high- 
born scions are accustomed to, the uniforms of 
their lowest soldiers often of greater quality 
than those worn by officers of other 

worlds. The rarest gemstones are of 
great value to the Adeptus Mechanicus, 

both for manufacturing and research 

purposes, To secure a steady supply of these 
jewels, the Tech-Priests ensure that Ventrillia 
is abundantly equipped with super-heavy 
tanks, as superior to their lessers in power as 
the Nobles are to other soldiers in pride. 


ASSIGNING LOGISTICS POINTS 
Each time you begin a Tour of Duty, you 
have 4 Logistics points to assign. There are 
four Logistics categories to which these can 
be assigned: 


Military Intelligence: This category 
encompasses the communications 
infrastructure and planning resources 
that your Crusade force will have 
access to. 


Materiel: This category represents 
how much ammunition and fuel 
uou can call unon to replenish your 
you can uno f our 
army with. 


Tithe Pool: This category covers how 
many fresh recruits you have access 
to — a crucial resource for replacing 
those lost in the meat grinder of the 
toughest battles. 


Morale: This category relates to 
everything from access to inspiring 

propaganda to how many rations each 
soldier receives. 


Your Logistics points can be assigned to each 
of these four categories in any combination you 
wish, but no category can have more than 2 
Logistics points assigned to it. 


Once you have finished assigning your Crusade 
force's Logistics points, you must determine 

in which categories your Crusade force has a 
surplus and in which it has a deficiency. This 

is based on how many Logistics points are 
assigned to that category, as shown below: 


| 
| 0 Logistics points 


| 1 Logistics point 


2 Logistics points 


Categories in which your Crusade force has a 
surplus will reward your army with powerful 
bonuses in the battles ahead, while those where 
you have a deficiency will penalise your efforts. 
The effects of a surplus or deficiency in each 
category are shown on the right; these apply for 
as long as your Crusade force has that surplus 
or deficiency. 


Make a note on your Order of Battle of which 
categories your Crusade force has a surplus or 
deficiency in (if any). 


CATEGORY: MILITARY INTELLIGENCE 


SURPLUS : 


* If your WARLORD is an OFFICER, start the battle with 1 additional CP. 

* When selecting Agendas for a battle, you can select one additional 
Astra Militarum Agenda (pg 134], meaning you can select up to 4 in 
total, 2 of which can be form the Astra Militarum category. 


DEFICIENCY 


* Each time an OFFICER from your army issues an Order, roll one D6: on a 
1, that order is not issued. 


* At the end ofthe battle, unless you are the victor, you do not receive a 
Requisition point for plauing a battle. 


CATEGORY: MATERIEL 


SURPLUS 


* Each time an ASTRA MILITARUM unit from your army is selected to 
shoot, you can re-roll one wound roll when resolving that unit's attacks. 
* Once after each battle, you can use either the Rearm and Resupply 


Requisition or the Relic Requisition, for ORP. 


DEFICIENCY 


* Subtract 2" from the Move characteristic of ASTRA MILITARUM VEHICLE 
models from your army (to a minimum of 0"). 
* The Rearm and Resupply Requisition costs you 2RP to use. 


CATEGORY: TITHE POOL 


SURPLUS ^ 


* In your Command phase, you can add back 1 destroyed model to each 
ASTRA MILITARUM CORE INFANTRY unit from your army that is on the 
battlefield and not at its Starting Strength. 


e Once after each battle, you can use either the Fresh Recruits Requisition — 


or the Repair and Recuperate Requisition, for ORP. 


DEFICIENCY N 


* In your Command phase, if your WARLORD is not on the battlefield, you 
do not gain the Battle-forged CP bonus. 
* The Increase Supplu Limit Requisition costs you 2RPs to use. 


CATEGORY: MORALE 


SURPLUS 


* Add 1 to the Leadership characteristic of ASTRA MILITARUM models from 
your army. 

* At the end of the battle, units from your army gain 2 experience points 
for Battle Experience, instead of 1. 


DEFICIENCY 


* Subtract 1 from the Leadership characteristic of ASTRA MILITARUM 
models from your army. 
* Units from your army cannot be Marked for Greatness. 
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CAMPAIGN MEDALS 


Each time your Crusade force completes a Tour of Duty, you can spend your Commendation points to upgrade your ASTRA 
MiLITARUM units with Campaign Medals (any Commendation points not spent after this stage are lost). If a unit has 1 or 2 Campaign 
Medals, increase its Crusade points by 1; if a unit has 3 Campaign Medals, increase its Crusade points by 2. A unit cannot have more 
than 3 Campaign Medals and it cannot have the same one more than once. Named characters cannot be given Campaign Medals. 


Star of Fidelity 


2 Commendation points 


Awarded to those who have unwaveringly 
carried out their superiors' orders 

swiftly and to the letter, this small star 

is a recognition of their commanders 
absolute trust. 


Core unit only. While this unit is within 
24" of a friendly COMMANDANT model, it 
is considered to be within range of that 
model5 Senior Officer aura ability. 


Merit of the Strategium 
3 Commendation points 


The Merit of the Strategium has 

been awarded for a wide variety of 
commendable actions. Shrewd forward 
planning; instinctive preparation of 
battlefield assets; terrain intelligence 
gained through voluntary infiltration — all 
are deeds that sap the enemys advantages 
at every turn. 


OFFICER unit only. Before the battle, after 
the battlefield has been created, if this 
unit is in your Crusade army, roll one D6: 
on a 4+, you can choose whether to be 
the Attacker or Defender for this battle. If 
both players have a rule to this effect, roll 
off: the winner can decide who gets to be 
the Attacker or Defender. 


Order of the 
Adamantine Chain 
2 Commendation points 


Induction into this order recognises the 
strong regimental bonds, comradely 
contacts and inspirational status of the 
recipients. Their deeds are respected and 
emulated, and are often used as the basis 
of regimental propaganda. 


INFANTRY unit only. Each time this unit 
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} is Marked for Greatness, it gains an 
E additional 2 experience points. 
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Oculus Laureate 
3 Commendation points 


Through keen observation, recognition 
of old foes or some tactical intuition, this 
medal’s recipients have provided priceless 
information to senior command that has 
turned the fortunes of several battles in 
their favour. 


OFFICER unit only. In your Command 
phase, roll one D6 for each unit from 
your army that has this Campaign Medal 
and is on the battlefield: if any of those 
rolls are a 6, you gain 1 Command point. 


The Steel Armorial 
1 Commendation point 


This award honours those who keep the 
regiment’: vehicle pool at peak operation, 
whether through fruitful contacts with the 
Adeptus Mechanicus, the ‘acquiring’ of 
parts from allied regiments or a disturbing 
knack for jury-rigging repairs. 


VEHICLE or ASTRA MILITARUM ENGINSEER 
unit only. At the end of the battle, if this 
unit is part of your Crusade army and 
was not destroyed during the battle, you 
can ignore one failed Out of Action test 
taken for a friendly ASTRA MILITARUM 
VEHICLE unit — that test is treated as 
having been passed instead. 


Decoration of Duty 
3 or 4 Commendation points 


Recognised for the unlikely number of 
actions in which they have served with 
distinction, these soldiers are scarred and 
aged by their experiences. 


This unit gains one Battle Trait of your 
choice. This must be a Battle Trait it can 
have, but does not increase its Crusade 
points and does not count towards the 
maximum number of Battle Traits that 

a unit can have. If this Campaign Medal 
is awarded to a CORE unit it costs 3 
Commendation points; otherwise, it costs 
4 Commendation points. 
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Medal of Laudable Service 
4 Commendation points 


Only those whose regimental service : 
is sufficiently lengthy are granted this , 
medal; their long duty denotes hugely 
varied campaigns alongside numerous 
other regiments, often resulting in various | 
additional battlefield skills. 


Cont unit only. Select one doctrine from 
pages 60-61. This unit has that doctrine 
in addition to any others it has. 


Decree of Dispensation 
2 Commendation points 


As close to admitting error as the 
Departmento Munitorum gets, this award 
offers thanks to those who have averted the 
repercussions of an administrative mistake. 
Its mere mention can guarantee special 
access to assets and materiel. 


OFFICER unit only. Once per battle, if this 
unit is on the battlefield when you use 

an Astra Militarum Wargear Stratagem, 
reduce the CP cost of that Stratagem 

by 1CP. Note that the CP cost is only 
reduced for that use, any future usages of 
it cost the normal amount of CPs. 


Recon Star 
2 or 4 Commendation points 


These honoured soldiers have stealthily 
trekked through dangerous no man's land 
far in advance of the main push, striking 
behind enemy lines. 


If the mission uses the Strategic Reserves 
rules, this unit can be placed into 
Strategic Reserves without having to 
spend any additional CPs, regardless of 
how many units are already in Strategic 
Reserves. If this Campaign Medal 

is awarded to a CORE unit it costs 2 
Commendation points; otherwise, it costs 
4 Commendation points. This Campaign 
Medal cannot be awarded to BATTLE TANK 
or SUPER-HEAVY units. 


"A 


Bastion Honour 
2 Commendation points 


These soldiers have excelled in repelling 
enemy assaults, with bayonets to the fore. 


INFANTRY or CAVALRY unit only. This unit 
can perform Heroic Interventions as if it 
were a CHARACTER unit. 


Survivalist Commendation 
2 Commendation points 

Few are those with the skill and 
tenacity to survive extended missions 
without support. 


PLATOON unit only. Each time a model in 
this unit would lose a wound, roll one 
D6: on a 6, that wound is not lost. 


m 


Laurels of Purity 
3 Commendation points 


Occasionally presented alongside an 


artificer-wrought circlet of silvered laurels, 


this honour recognises a soul of such 
aggressive and forceful piety that heretic 
witches are cowed by it. 


OFFICER or ASTRA MILITARUM PREACHER 
unit only. In your opponent's Psychic 
phase, this unit can attempt to deny one 
psychic power as if it were a PSYKER. 


Medallion Resolute 
5 Commendation poinis 


With conspicuous valour, these soldiers 
have held on to key battlefield locations, 


forcing back the enemy with firepower and 


- it is claimed - faith. 


* This unit gains the Objective Secured 

ability (see the Warhammer 40,000 

Core Book). 

* Add 1 to Combat Attrition tests taken 
for this unit. 


Lord Commander's Sigilum 
2 Commendation points 


The gratitude of a Lord Commander is 
earned through the unremitting deaths of 
their enemies. 


INFANTRY unit only. Each time this 
unit gains an experience point from 
Dealers of Death, it gains 1 additional 
experience point. 


DEPARTMENTO SUMMARY RECORD: 238/511.+m3 
MILITARUM REGIMENTUM PROFILE: ARMAGEDDON 


[REGIMENTAL EPITHET - 
PRIMARY SEG. DEPL. 


‘STEEL LEGION’ ] 
SOLAR / ULTIMA 


MERIT ROLES: MECHANISED, URBAN WARFARE 


Perhaps the most renowned of 
Armageddon's varied soldiery are the 
Steel Legion mechanised infantry 
regiments. The hive world is one 

of the chief manufacturing planets 
for Chimeras, producing countless 
numbers for use across the Imperium. 
The extremely industrialised nature 

of Armageddon —a manufacturing 
behemoth and a vital source of materiel 
for numerous war zones — means that 
a far higher proportion of its regiments 
are mechanised infantry. It is for this 
reason that these mobile regiments were 
given their moniker ‘Steel Legion. 
Agile and adaptable, the Chimera- 
mounted infantry squadrons are capable 
of overrunning enemy positions with 
large convoys before the infantry 
dismount to finish them off. 


All Steel Legion soldiers wear 
protective clothing such as trench coats, 
gloves and visors so as to minimise 


the exposure to their world’s polluted 

atmosphere. Most notably, every trooper 

carries a rebreather unit capable of 
filtering out the worst of the airborne 

poisons, with those worn by some 

officers sculpted into skull-like visages. 

Such gruesome affectations are thought 

by some to unnerve the superstitious 

Orks that have ravaged their war- 
torn home world in recent years. The i 
warriors of Armageddon reserve a 

particular hatred for the greenskins, 

who in their lust for war have smashed 

whole hive cities asunder, and whose 

presence continues to plague the planet. 

Some of Armageddon’s hive cities 

notably the primary Hive Acheron 

— have been in a near-perpetual state of 

siege with surviving Orks for years. 


Ss31fnu aavsnu) 


AGENDAS 


"un AR. eX a vc T" > 
"Hn Pgh 3 Ing 


If your Crusade army includes any ASTRA MILITARUM units, you can select one Agenda from the Astra Militarum Agendas listed 
below. This is a new category of Agendas, and follows all the normal rules for Agendas (for example, when you select Agendas, you 


cannot choose more than one from each category). 


ADVANCE, FOR THE EMPEROR! 
Astra Militarum Agenda 


At full pace, and with the correct motivation, the grand armies 
of the Imperial Guard can overwhelm enemy positions by sheer 
weight of numbers. 


At the end of the battle: 


* Select up to six ASTRA MILITARUM units from your 
army (excluding AIRCRAFT units) that are within your 
opponent's deployment zone. Each of those units earns 1 
experience point. 

* If your WARLORD is within your opponents deployment zone, 
your Crusade force earns 1 Commendation point (pg 130). 


ARMING THE ASSAULT 
Astra Militarum Agenda 


Air-dropped caches of arms and fuel are vital to maintain assaults 


far from supply lines, but the sealed canisters must be cracked and 


emptied before the enemy can reach them. 


Keep a Supply Drops tally for each objective marker on 
the battlefield. Units from your army can perform the 
following action: 


Access Supply Drops (Action): One or more ASTRA MILITARUM 
INFANTRY Or ASTRA MILITARUM CAVALRY units from your army 
can start to perform this action at the end of your Movement 
phase. Each unit from your army that starts to perform this 
action must be within range of a different objective marker. 

A unit cannot start this action while there are any enemy 
units (excluding AIRCRAFT units) within range of the same 
objective marker. The action is completed at the end of the 
turn. If completed, add 1 to the Supply Drops tally for that 
objective marker. 


At the start of your turn, subtract 1 from the Supply Drops tally 
of each objective marker that is controlled by your opponent (to 
a minimum of 0). 


At the end of the battle: 


e For each objective marker with a Supply Drops tally of 1-2, 
select one ASTRA MILITARUM unit within range of that objective 
marker. That unit gains 1 experience point. 

* For each objective marker with a Supply Drops tally of 3+, 
select one ASTRA MILITARUM unit within range of that objective 
marker. That unit gains 3 experience points. 

* If the combined total of all objective markers' Supply 
Drops tallies is 5-9, your Crusade force gains 1 
Commendation point. 

* If the combined total of all objective markers’ Supply 
Drops tallies is 10+, your Crusade force gains D3 
Commendation points. 


INSPIRED COMMAND 
Astra Militarum Agenda 


The central nervous system of the Astra Militarum is its command 
structure - those who efficiently coordinate their platoons with 
decisive and well-timed orders can clinch a lasting victory. 


Keep an Inspired Command tally for each ASTRA MILITARUM 
OFFICER unit from your army. Each time a unit from your army 
destroys an enemy unit while it is being affected by an Order 
(pg 75), add 1 to the Inspired Command tally of the OFFICER 
unit that issued that Order. 


At the end of the battle: 


* Each OFFICER unit gains 1 experience point for every mark on 
its Inspired Command tally (to a maximum of 3 experience 
points per unit). 

* If any units from your army have an Inspired Command 
tally of 5 or more, your Crusade force earns 1 
Commendation point. 


PROPAGANDIST COUP 
Astra Militarum Agenda 


In the midst of long campaigns, the tireless Imperial propaganda 
machine demands visible and significant victories. The enemys 
most brutal weapons of war must be ostentatiously humbled in 
order to give fresh hope to wearied soldiers. 


At the start of the battle, your opponent must select three 
VEHICLE Or MONSTER units from their army (excluding units with 
the Dedicated Transport Battlefield Role). If your opponent 
does not have three such units in their army, they must select as 
many such units as possible; if your opponent does not have any 
such units in their army, select another Agenda instead. 


Each time an ASTRA MILITARUM unit from your army destroys one 
of those selected units, it gains 2 experience points. 


At the end of the battle: 


* Ifall but one of the selected units are destroyed, your Crusade 
force earns 1 Commendation point. 

* Ifall of the selected units are destroyed, your Crusade force 
earns D3 Commendation points. 


REQUISITIONS 


If your Crusade force includes any ASTRA MILITARUM units, you can spend Requisition points (RPs) on any of the following 
Requisitions in addition to those presented in the Warhammer 40,000 Core Book. 


UPLIFTING PRIMERS 1RP 


The Imperial infantryman’ Uplifting Primer can be requisitioned 
in bulk, It contains everything a Guardsman needs to effectively 
defeat the enemies of Mankind, and is a source of great comfort 
and inspiration to any loyal servant of the Emperor who can read. 


Purchase this Requisition before the battle, when you are 
mustering your army. Until the end of the battle, if you use the 
Insane Bravery Stratagem on a PLATOON INFANTRY unit from your 
army, that Stratagem costs 1CP. In addition, at the end of the 
battle, every PLATOON INFANTRY unit from your army that did not 
suffer a Devastating Blow gains 1 additional experience point. 


LAST-MINUTE TRANSFER 1RP 


Skilled armoured crews are worth the resources needed to safely 
extract them from their burning vehicles. 


Purchase this Requisition when an ASTRA MILITARUM VEHICLE 
unit from your Crusade force either suffers a Devastating 

Blow or gains a Battle Scar (see the Warhammer 40,000 Core 
Book). Replace that unit with an ASTRA MILITARUM VEHICLE unit 
consisting of one model with the same Regimental Doctrine as 
the unit it replaced. 


The new model starts with the same Campaign Medals (pg 

132) and the same number of experience points as the unit it 
replaced and gains the appropriate number of Battle Honours 
for its rank. The new model must have the same Battle Honours 
as the unit it replaced (but not Battle Scars). For any remaining 
Battle Honours, and for any Battle Honour that cannot be 
applied, select a new Battle Honour to replace it. 


TANK ACE 1RP 


The campaign has seen numerous glorious tank battles — fertile 
arenas in which to harvest the greatest of aces. 


Purchase this Requisition when you add a BATTLE TANK or SUPER- 
HEAVY model to your Order of Battle, or when such a model 

in your Crusade force gains the Battle-hardened, Heroic or 
Legendary rank. 


You can give that model one Tank Ace skill (pg 66); this must 
be one it can have. Make a note of this skill on that model's 
Crusade card and increase its Power Rating accordingly. If 
doing so would cause your total Power Level to exceed your 
Crusade forces Supply Limit, increase your Supply Limit by 
the minimum amount required to give that model that Tank 
Ace skill. 


SEQUESTER SUPPORT STAFF 1RP 


With growing influence and authority, officers are able to 
requisition aides and guards from across the war zone. 


Purchase this Requisition when you add an INFANTRY ÜFFICER 
unit (excluding named characters) to your Order of Battle, 

or when an INFANTRY OFFICER unit from your Order of Battle 
gains a rank. You can add one or more ATTACHE models or one 
BODYGUARD model to that unit (pg 87). These must be models 
that are eligible to be added to that unit. Make a note of any 
new models on that OFFiCER unit's Crusade card and increase 
its Power Rating appropriately. If doing so would cause your 
total Power Level to exceed your Crusade force's Supply Limit, 
increase your Supply Limit by the minimum amount required to 
add these models. 


DECORATED OFFICER 1RP 


The regiment has been honed by a highly decorated and respected 
officer, who instils wisdom in their soldiers. 


Purchase this Requisition when you add an OFFICER unit 
(excluding named characters) to your Order of Battle. That 
unit gains 6 experience points (and therefore gains the Blooded 
rank). Select one Battle Honour for them. 


COMMIT EVERYTHING 1RP 


The campaigns senior commander has designated the upcoming 
battle as so vital that they will funnel all of their resources and 
assets into securing victory, forgoing frugal logistical management 
in favour of overwhelming force. 


Purchase this Requisition before the battle. Select one deficiency 
effect (pg 131) that currently applies to your Crusade force, 
Until the end of your next battle, neither bullet point of that 
deficiency effect applies to your Crusade force. You can only use 
this Requisition once per Tour of Duty. 


CONSOLIDATED REGIMENTS ORP/2RP 


Attrition has forced fragmented regiments to merge, their 


formations learning new skills to fight together. 


Purchase this Requisition at any time. Create a new Regimental 
Doctrine for your Crusade force, as described on page 60, by 
selecting either Born Soldiers (pg 59) or two doctrines from 
pages 60-61, and make a note of it on your Order of Battle. 

All REGIMENTAL units on your Order of Battle now use that 
Regimental Doctrine, as do any new REGIMENTAL units added 
to your Order of Battle. The first time you use this Requisition 
on your Crusade force, it costs ORP; after that, each use of this 
Requisition costs 2RP. 


S31nWu 3avsnu) 


S31nu 3avsnu) 


Y 
C P 
` S 


CRUSADE RELICS 


When an ASTRA MILITARUM CHARACTER model gains a Crusade Relic, you can instead select one of the Relics listed below. All the usual 
rules for selecting Crusade Relics, as described in the Warhammer 40,000 Core Book, apply. 


ARTIFICER RELICS 

An ASTRA MILITARUM CHARACTER model can be given one of the 
following Artificer Relics instead of one of the ones presented in 
the Warhammer 40,000 Core Book. 


Fire of Judgement 
Said to have slain countless cultists during the Xinon Wars, this 
pistols machine spirit honours its bearer on every battlefield. 


Model equipped with laspistol or hot-shot laspistol only. This 
Relic replaces a laspistol or hot-shot laspistol and has the 
following profile: 


WEAPON RANGE TYPE SUAE 


Fire of Judgement 18" Pistol 3 3 * 


Abilities: Each time an attack is made with this weapon, if a hit is scored, 
the target suffers 1 mortal wound and the attack sequence ends. 


Pietrov's Mk 45 
The bolts of this bulky Valhallan Mk 45 pistol explode with such 
violent condemnation that they cow the staunchest heart. 


Model equipped with bolt pistol only. This Relic replaces a bolt 
pistol and has the following profile: 


WEAPON RANGE TYPE S—AP D 
Pietrov's Mk 45 121 Pistol 2 4 -2 2 


Abilities: Each time you select a target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this weapon, if 

a hit is scored, until the start of your next Shooting phase the target is 
cowed. While a unit is cowed, subtract 2 from the Leadership characteristic 


of models in that unit. 


Skull Mask of Acheron 


Worn by a succession of commanders - most notably those hailing 


from Armageddon’ Steel Legions - the Skull Mask subsumes the 


wearer’ identity but grants them a fell reputation as a xenos killer. 
The bearer gains the following ability: 


Skull Mask of Acheron (Aura): While an enemy unit is within 
6" of this model: 


* Subtract 1 from the Leadership characteristic of models in 
that unit. 

* Subtract 1 from Combat Attrition tests taken for that unit. 

* If that unit has the OrKs keyword, it cannot benefit from the 
aura abilities of other enemy units. 


Koledin's Triumph 

Borne as a trademark item like the plumes, gilded bionics or 
treasured trench clubs chosen by others, this swagger stick was 
once carried to war by General-Boyar Koledin, whose famed 


fortune was often attributed to it. 


INFANTRY OFFICER only. 


* Each time an attack is allocated to the bearer, subtract 1 from 
the Damage characteristic of that attack (to a minimum of 1). 

* Once per turn, the first time a saving throw is failed for the 
bearer, change the Damage characteristic of that attack to 0. 


ANTIQUITY RELICS 

An ASTRA MILITARUM CHARACTER model of Heroic rank or higher 
can be given one of the following Antiquity Relics instead of 
one of the ones presented in the Warhammer 40,000 Core Book. 
Add 1 to a unit's total Crusade points for each Antiquity Relic it 
has - this is in addition to the +1 from gaining a Battle Honour, 
for a total of +2. 


Medal Macharia 


Only the most inspiring officers are awarded the Medal Macharia. 
The macro-foundry where these incredibly rare honours are 
struck remains a closely guarded secret within the Departmento 
Munitorums Divisio Honorum, but it is said to hold a unique 
holo-sculpture of the famed Lord Commander Solar, against 
which the likeness on each medal is scrutinised for a year before 
being deemed worthy. 


OFFICER only. Once per Command phase, when a unit is selected 
for an Order (pg 75) issued by the bearer, the bearer can use 
this Relic. If it does so, select one other Order the bearer 

knows which that unit is eligible to be selected for. That unit is 
affected by both Orders, even though normally à unit can only 
be affected by one Order at a time. Note that the second Order 
issued by the bearer only ever applies to the unit selected for it, 
even if that unit has the Regimental Tactics ability (pg 75) and 
every model from your army has the ASTRA MILITARUM keyword. 


Moiraean Lance 

This archaic plasma pistol bears the engraved sigil of the forge 
world of Moirae, long since destroyed in the philosophical 
schism that carries its name. Its coils and shielding thrum with 
frequencies some Enginseers have likened to recursive loops of 
arcane logic as it unleashes blazing bolts of fiery star-matter. 


Model equipped with plasma pistol only. This Relic replaces a 
plasma pistol and has the following profile: 


WEAPON RANGE TYPE S AP D 


Moiraean Lance 19 Pistol1 . 8 3 2 


Abilities: Each time an attack is made withthis weapon, if a hit is scored, 
draw a straight line between the closest part of this model's base {or 
hull) and that of the closest model in the target unit. Make one wound 
roll against the target unit, and each other unit this line passes over. 
Invulnerable saves cannot be made against attacks made with this 


weapon, 


Star of Terra 

The Star of Terra is one of the highest decorations that can be 
awarded to a serving officer of the Imperial Guard. In addition to 
proclaiming the recipient’ lofty status, it contains a powerful force 
field of ancient provenance. 


OFFICER only. 


* The bearer has a 4+ invulnerable save. 

* When the bearer first gains this Crusade Relic, select one 
Warlord Trait for them (this must be a Warlord Trait they 
can have and that no other model in your Crusade force has). 
That model gains that Warlord Trait, even though you did not 
use the Relic Requisition. Note that this means the bearer can 
have 2 Warlord Traits. 

+ Once per battle, if the bearer's unit is selected for an Epic 
Deed Stratagem, that Stratagem costs OCP. 


LEGENDARY RELICS 


An ASTRA MILITARUM CHARACTER model of Legendary rank can be 
given the following Legendary Relic instead of one of the ones 
presented in the Warhammer 40,000 Core Book. In addition, 

in order to give a model a Legendary Relic, you must also pay 

1 Requisition point (if you do not have enough Requisition 
points, you cannot give that model a Legendary Relic). Add an 
additional 2 to a unit's total Crusade points for each Legendary 
Relic it has - this is in addition to the +1 from gaining a Battle 
Honour, for a total of +3. 


The Behemoth Primal 

Eerily similar legends from the most lauded armoured regiments, 
dating back millennia and appearing across the breadth of the 
Imperium, speak of a battle tank like no other. It is said to have 
served in countless regiments, refitted with numerous weapon 
configurations but never failing its crew. Rumours abound 

of it surviving direct volcano cannon hits, powering through 
metallophagic acid-mires and even enduring the most extreme of 
esoteric attacks. Enginseers even whisper that the tank may be an 
echo of the Dark Age of Technology, the first of its kind and the 
original physical iteration of its STC. 


TANK COMMANDER model only. 


* The bearer has a Toughness characteristic of 9. 

* The bearer cannot lose more than 6 wounds in the same 
phase. Any wounds that would be lost after that point are 
not lost. 


strov Vaslek, Soldier 2nd Class of the illustrious 173rd 
Vostroyan Firstborn Regiment, groggily shook his helmeted 
head. He had a shaky memory of light and noise; a shell had 
elonaled near his position in a ruined outpost. A fleeting 
vision of the rest of his squad flung into the air like dark snowflakes 
assailed him. He scrambled to his feet, only semi-conscious. Ash and 
snow fell around him. Echoes drifted from far away. 

Suddenly, his senses cleared and noise from the surrounding battle 
flooded through the furs covering his helmet. He registered a pain in 
his fingers. Looking down, Vaslek saw he still held his archaic lasgun. 
Relief and pride surged in him. The ancient heirloom had belonged to a 
long succession of Firstborn; he was merely its temprary custodian. The 
curved stock of stained phorbeam, inlaid with curling brass details, was 
as beautiful as ever. It was a weapon worth more lo the regiment than he 
was. Training had kicked in, he assumed, the moment the shell struck, 
and he had doggedly gripped the individually crafted weapon so hard he 
almost had to prise his red-gloved fingers from the burnished casing. 

Vaslek searched the blasted remnants of the outpost, working feeling 
back into his stiff fingers as he looked for surviving brother and sister 
troopers. Two of the squad were bloody ruins. Another scrabbled 
blindly with one hand, but Vaslek did not need a second look at the 
disembowling wound to know it was fatal. He helped Darius, Aljor and 
Yermak into the lee of what little cover remained. All, he saw, cradled 
their precious weapons in spite of their injuries. 

Comradeship was everything in a Firstborn regiment. Every soldier 
was the eldest of their family, given up in sacrifice to loyally serve the 
Emperor. The sons and daughters of Vostroya, noble or impoverished, 
forged a new family with their regiment, bound with courage and 
stubborn tenacity, heirs to the burnished heirlooms of their forebears. 

Vaslek heard the crunch of approaching footsteps. The winter cold 
strengthened its grip. The Vostroyan Firtsborn grimly tightened their 
own grips on their antique lasguns, their devotion to duty undimmed. 
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ASTRA MILITARUM NAME GENERATOR 


If you wish to create a name for one of your Astra Militarum troopers or armoured vehicles, you can use the tables presented here, 
picking your preferred components or rolling a D66 to determine a name. To roll a D66, roll two D6, one after the other - the first 
represents tens and the second represents digits, giving you a result between 11 and 66. 


CADIAN NAMES 

D66  TROOPER 
11 Jens 

12  Karsk 

13  Hekler 
14 Reeve 

15 Pavlo 

16 Hektor 
21 Nils 

22 . Thenmann 
23 Kyser 

24 Erlen 

25 . Raphe 
26 Creed 

31  Lasko 

32 Ackerman 
33 Mattias 
34 Mortens 
35 Dansk 
36 Feodor 
41 Tomas 
42  Kolson 
43 Vance 

44 Pask 

45  Niems 
46 Gryf 

51 Willem 
52 Sonnen 
53 Ekhter 
54 Farestein 
55 Dekker 
56 Graf 

61  Arvans 
62  Viers 

63 Kolm 

64 Bask 

65 Vesker 
66 Pavlo 


CATACHAN NAMES 
D66  TROOPER 

11 Gunnarsen 

12 Harker 

13 Grytt 

14 ‘Snake’ Vandien 
15 Greiss 

16 Stryker 

21 Storm 

22 Lance 

23 "Crazy Winters 
24 Cage 

25 Hammer 

26 Cobra 

31  'Hardhead'Jackson 
32  "Stonefist' Kage 
33  "Boss'Stransky 
34 ‘Bomber’ Johnson 
35 Jacksen 

36 X Marshall 

41 ‘Fangs’ Lorson 
42 ‘Cold-eye’ McKay 
43 Wolf 

44 ‘Shiv’ Frost 

45 Brent 

46 = ‘Ironheart’MckKillen 
51 ‘Killer’ Crowe 

52 ‘Wildman’ Weiss 
53 ‘Ice’ Creek 

54 Dane 

55  Steeljaw 

56  Dransky 

61 ‘Slim’ Hasker 

62 Mason 

63 Hawks 

64 Axel 

65 Carver 

66 Payne 


KRIEG NAMES 

D66  TROOPER 
11 Kraust 
12  Transk 
13 Vern 

14  Lensk 
15  Thraust 
16 Junden 
21 Starnerr 
22 Gershtak 
23 Jent 

24 Rausch 
25 Jurten 
26 Arnim 

31  Kagorik 
32  Voorscht 
33  Trymon 
34 Stagler 
35  Tyborc 
36  Kulth 

41 Kraevahn 
42 Garric 

43 Karis 

44 Venner 
45 Keist 

46 Bozanko 
51  Horrst 
52  Jonkar 
53 Kabil 

54  Varpok 
55  Hebiz 

56 X Vanchok 
61  Valbek 
62 Adnan 
63  Pajk 

64  Dovorr 
65 Guanat 
66  Kyuras 


TALLARN NAMES 

D66  TROOPER 
11 Alem 

12  Hallain 

13  Laskair 

14 Nathal 

15  Altarem 

16  Mohal 

21 Dharem 

22 Hasman 

23 Sonnam 

24 Ushmet 

25 = Shadnan 
26 Asphret 

31  Ushad 

32  Talhasen 
33  Ashmur 

34 . Shashlem 
35  Haseed 

36  Ushar 

41 Raheim 

42 . Dassed 

43  Sahleim 

44 Alhret 

45 Khaleeth 
46  Eshmet 

51  Ul'shalem 
52  Talannar 

53 . Al’phareim 
54  El'shan 

55 Khabir 

56 Khalym 

61 ‘Swiftrider’ 
62 = ‘Dunestrider’ 
63 =‘Hawkseye’ 
64 — ‘Sand Devil’ 
65 ‘the Mirage’ 
66  'theHunter 


Tank Names: While some stick to official alphanumeric designations, many Astra Militarum tank crews adopt a nickname or 
epithet for their war machine, sometimes crudely painting or stencilling it on armour panels or gun barrels. If you wish to generate 
a name for one of your armoured vehicles, you can use the Tank Names tables below. Either roll the indicated dice or select any 
combination of names that sound suitably impressive. These unofficial names usually fall outside regimental strictures — feel free 
to select as few or as many of them as you like, tweak them and swap them around, or use them as inspiration to create your own 
unique epithets that will galvanise the war engine's crew and terrify their enemies. 


VALHALLAN NAMES VOSTROYAN NAMES mr TANK NAMES — FE] 


D66  TROOPER D66  TROOPER D66 FIRST PART D66 SECOND PART 
11  Vensk 11 Davoren 11 Iron 11 Hand 

12  Skarrsen 12 Vanya 12 Steel 12 Wolf 

13 Chernov 13  Sinissa 13 Lord Commander's Own 13 Fist 

14 . Dushenko 14  Senkaa 14 Hel 14 Drake 

15  Rynsk 15 Ilyas 15 Death's 15 Frenzy 
16 Gorska 16 Rasuul 16 Doom 16 Hound 
21  Varence 21  Roshtam 21 Black 21 Hammer 
22 Nyska 22  Solfiya 22 «none» 22 Dictator 
23 Putran 23 X Culpan 23 Grinding 23 Aquila 
24 Dorff 24 Xabirra 24 Tormenting 24 Retribution 
25  Tyvosk 25 Matis 25 Indomitable 25 Talon 

26 Polanski 26 Dovydas 26 Storm 26 Bastion 
31 Drekoff 31 Darius 31 Grim 31 Knight 
32 Vorn 32 Valdemar 32 Shadowed 32 Redoubt 
33 . Hapscheldt 33 Valter 33 Enduring 33 Conqueror 
34 Olof 34 Andris 34 Intolerant 34 Legate 
35 Trevinska 35  Kriss 35 Crimson 35 Thunderbolt 
36  Schonnen 36 = Olvegg 36 Crushing 36 Stalker 
41 Kleiss 41  Vygand 41 Relentless 41 Leviathan 
42 Borys 42 Ethsmar 42 Adamant 42 Defender 
43 Ivanek 43 Damir 43 Incandescent 43 Beast 
44  Smirnek 44 Dalibor 44 Piety's 44 Ire 

45 Kuzentsev 45 Jarek 45 «warzone name»'s 45 Roar 

46 Vasilesnev 46  Gavrick 46 «home world name>’s 46 Zealot 

51  Petravitch 51  Setrhii 51 «regiment's name 51 Duke 

52  Skolov 52 Lazlo meme 52 Firebrand 
53 . Fedorev 53 Bohdan SE Devout 53 Vengeance 
54  Morazev 54 Aljor oo. JEN 54 Blade 

55 Volko 55 Emelian ERE OM 55 Hatred 
56 — Lebesnev S6 Vaslek XML S 56 Sword 


56 Crusade's 


61  Egoryn 61 Konstan 61 Anvil 

62 Pavlek 62  Djozep Bi Fett 62 Headhunter 

63  Kozlev 63 Ostap 62 -Judgements 63 Honour 

64 Stepanovicz 64 Jesaul APA abet 64 Conflagrator 

65 Nikoli 65 Yermak 84. Bajetul 65 Duty 

66 Orlakev 66 Stratiz 95 "Obedient 66 Lance s 


August 
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CRUSADE ARMIES 


These two forces exemplify different approaches to building an Astra Militarum army. Each is mustered from 
a larger collection, and both illustrate possible starting points for a Crusade force. Though Chris and Dan 
have yet to do so, fielding these two forces together would make for a thematic combined arms formation. 


CHRIS PEACH 

You may know Chris from his numerous 
appearances on Warhammer TV. He 
originally put some of these Imperial 
Guardsmen together as part of a fun 
article in White Dwarf that recreated the 
Last Stand at Glazer’s Creek - a battle 
report of yore. He likes to think that the 
games he plays with them can be either 
the next chapter in the soldiers’ story or a 
‘prequel’ to that epic engagement, telling 
the tale of how those heroes came to be. 


Chris’ favourite aspects of the collection 
are its colour scheme and the fact that 


different squads hail from different 
Ventrillian regiments, giving the force 
lots of interest while uniting them with 

a few predominant colours. In fact, 

there is a video on the Warhammer 

TV website in which Chris explains his 
colour scheme. His warlord, Commander 
Stromfjord of the 24th Ventrillian Nobles, 
is resplendent in magenta and white, 
while squads in differently coloured 
uniforms — such as the green and grey of 
the 95th Ventrillian Jagers - add another 
layer of depth to the forces backstory 

and convey the ostentation for which the 
Regimentum is renowned. 


Perhaps the most striking aspect of Chris 
force is the number of conversions, using 
parts from a variety of Warhammer Age 
of Sigmar factions as well as the Adeptus 
Mechanicus range. These changes allow 
Chris to show off the Nobles unique 
character as he imagines it. Feathers 

- lots of feathers! - and heads from 
Freeguild Outriders, along with a colour 
scheme that suggests lacquered armour, 
give a sense of opulence and entitlement, 
and Chris has devised a colour scheme 
for the feathers that identifies the specific 
regiment or battlefield role of those who 
wear them. 


DAN HARDEN 

Dan is the Senior Staff Writer for White 
Dwarf, and also an old sparring partner 
of Chris (he was Chris' opponent in 

the battle report mentioned opposite!). 

In contrast to Chris’ collection, Dan's 
Crusade force shown below is entirely 
armoured and all from the same regiment 


drybrushed to achieve a drab camouflage 
effect. The addition of tank names is 

just one of the ways in which Dan likes 
to give character and personality to his 
war engines. Each of his tanks - not 

just his Tank Commander - features 

a senior crew member in the turret 
cupola. These are made with a mixture 


to enable him to field an army made 

up entirely of tanks. Dan's manner of 
personalising each of his models - a 
much lesser task when applied to a tank 
army with its relatively few models - 
ensures that as they accrue Battle Traits, 
there will be less chance of him mixing 
them up. 


- the 18th Athonian Tank Corps. Dan of Astra Militarum and Genestealer 

imagines the regiment's tanks to be Cults miniatures, ensuring no two look On the tabletop, Dan has perfected an 
manufactured on the forge world of the same. Dan also added extra bits of aggressive and mobile strategy with his 
Stygies VIII, and his use of stark black equipment, guns and stowage to his war armoured vehicles, loving the idea of 
and red for the tanks’ squadron markings machines’ hulls, inspired by the look the Athonian tanks driving forward at 
is intended as a subtle nod to that forge of armoured vehicles in old military high speed, guns blazing, and crushing 
world's influence. photographs and classic war films. enemies under their iron treads. He has 


Dan has a real love for tanks. He finds 
their large surfaces very easy to paint 
quickly, allowing him to spend more 
time on any crew models and vehicle 
markings. He also adds tongue-in-cheek 
names to his tanks, painted in freehand 
after the armour panels have been 


Dan has painted many Leman Russ 
Battle Tanks over the years, and has an 
abiding affection for the kit. When the 
opportunity came to gather a force for 
Crusade games, he wasted no time in 
adding a few more, making sure that 
at least one was a Tank Commander 
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even managed to topple an opposing 
Chaos Knight in two separate games 
using his Warlord, Commander Tyborc, 
who commands the Leman Russ 
Longshot. In fact, one of these heroic 
victories occured in the Fight phase, after 
Tyborc charged into close combat with 
the abomination! 
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WARGEAR, POINTS 
AND REFERENCE 


‘We will make prey of these xenos, in the Emperor's name. We will track them, 
hunt them, run them down and split their flesh with our lances. We will make 
a pyre of their corpses so tall that the spirit of Mogul Kamir himself will be 
able to feel its heat.' 


- Sergeant Gerbish ‘Vicious Dog’ Mornakan, 31st Attilan Heavy Cavalry 
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WEAPON PROFILES 


Below you will find the weapon profiles for all the weapons that Astra Militarum models can be equipped 
with. Note that some weapons have the Blast ability; this ability is detailed in full in the Warhammer 


40,000 Core Book. 


WEAPON DEFINITIONS 


Some rules refer to ‘las weapons’ or ‘hot-shot weapons. For the purposes of such rules, these types of weapons are defined below: 


HOT-SHOT WEAPONS 


A hot-shot weapon is any weapon whose profile includes the 
word ‘hot-shot (e.g. hot-shot lasgun, hot-shot volley gun, etc.), 
any Relic that replaces such a weapon, and URSULA CREED'S 
pistols Duty and Vengeance. 


LAS WEAPONS 


A las weapon is any weapon whose profile includes the word 
‘las’ (e.g. lasgun, las pistol, etc.), any hot-shot weapon, and any 
Relic that replaces such a weapon. 


MELEE WEAPON RANGE TYPE S AP D ABILITIES 

Adamantine tracks Melee Melee User -2 2 

Bionic arm with devil's claw Melee Melee taer -3— 2 ——- 

Bullgrun maul Melee Melee i oo - 

Chainsword Melee Melee User O 1 Each time the bearer fightb, it makes 1 additional attack with 
this weapon. x 

Conquest Melee Melee User -3 2 

Enginseer axe Melee Melee ‘ Sa LN a 

Envenomed blade Melee Melee -SE AD. | Each time an attack made with this weapon is allocated to an 
non-VEHICLE model, that attack has a Damage characteristic of 
L^ 

Force stave Melee Melee =F HS Ue 1: m 

Gaunt's chainsword Melee Melee User -1 2 Each time the bearer fights, it makes D3 additional attacks with 
this weapon. 

Goad lance Melee Melee 4g A) Each time an attack is made with this weapon, a successful 
hit roll scores 1 additional hit. Each time an attack made with 
this weapon is allocated to a VEHICLE model, that model's unit 
suffers 1 mortal wound in addition to any normal damage. 

Huge knife Melee Melee 42 o d Each time the bearer fights, it makes 1 additional attack with 
this weapon. 

Hunting lance Before selecting targets, select one of the profiles below to make attacks with. 

- Frag tip Melee Melee User -1 1 Each time an attack is made with this weapon profile, a 
successful hit roll scores 2 additional hits. 

- Melita tip Melee Melee 42-4 3 - 

Power fist Melee Melee x2 "Qj Each time an attack is made with this weapon, subtract 1 from 
that attacks hit roll. 

Power maul Melee Melee 43-14. e 

Power sabre Melee Melee a Uns Te eS Each time the bearer fights, it makes 1 additional attack with 
this weapon. 

Power sword Melee Melee ci rm me | z 

Ripper gun (melee) Melee Melee User -1 1 - 

Sentinel chainsaw Melee Melee User -2 2 Each time the bearer fights, it makes 1 additional attack with 
this weapon. 

Servo-arm Melee Melee KANRA Each time the bearer fights, no more than one attack can be 
made with each servo-arm. 

Straight silver knife Melee Melee User -1- i - 
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RANGED WEAPON 


Auto shotgun 
Autocannon 
Autogun 
Autopistol 
Baneblade cannon 
Bolt pistol 

Boltgun 

Bombast field gun 


Castigator gatling cannon 
Chem cannon 


Chimera heavy boiter 
Chimera heavy flamer 


Chimera multi-laser 
Corbec's hot-shot lascarbine 
Co-axial autocannon 
Demolisher battle cannon 
Demolisher cannon 
Drum-fed autogun 

Duty and Vengeance 
Earthshaker cannon 


Eradicator nova cannon 


Executioner plasma cannon 
- Standard 
- Supercharge 


Exterminator autocannon 
Flamer 


Frag bombs 

Frag grenades 
Grenade launcher 
- Frag grenade 

- Krak grenade 
Grenadier gauntlet 
Heavy bolter 
Heavy flamer 


Heavy lascannon 


Heavy stubber 
Hellhammer cannon 


Hellstrike missiles 


Hot-shot lasgun 
Hot-shot laspistol 


RANGE TYPE 

12" Assault 3 
48" Heavy 2 
24" Rapid Fire 1 
1e* Pistol 1 

?2" Heavy 3D6 
ree Pistol 1 

24" Rapid Fire 1 
48" Heavy D6 
24" Heavy 12 
12" Heavy D3«3 
36" Heavy 3 
127 Heavy D6 
36" Heavy 4 
24 Assault 3 
48" Heavy 2 

24° Heavy D6 
24" Heavy D6 
24" Rapid Fire 2 
ter Pistol 4 
240" Heavy D6+3 
36" Heavy D3+6 
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ABILITIES 


Blast. Turret Weapon (pg 75). 


Blast. This weapon can target units that are not visible to the 
bearer. 


Turret Weapon (pg 75). Each time an attack is made with this 
weapon, that attack automatically hits the target, and, if the 
target does not have the VEHICLE or TITANIC keywords, an 
unmodified wound roll of 2+ is always successful. 

Turret Weapon {pg 75} 

Turret Weapon (pg 75). Each time an attack is made with this 
weapon, that attack automatically hits the target. 

Turret Weapon (pg 75) 

Turret Weapon (pg 75) 

Blast. Turret Weapon (pg 75). 

Blast 


Blast. This weapon can target units that are not visible to the 
bearer, 

Blast. Turret Weapon (pg 75). Each time an attack is made with 
this weapon, the target does not receive the benefits of Light 
Cover against that attack. 


Before selecting targets, select one of the profiles below to make attacks with. 


36" Heavy D6+3 ? -4 2 Blast Turret Weapon (pg 75). 

36" Heavy D6+3 8 -4 3 Blast Turret Weapon (pg ?5). Each time an unmodified hit roll 
of 1 is made for an attack with this weapon profile, the bearer 
suffers 1 mortal wound after shooting with this weapon. 

48" Heavy 6 8 -2 2  TuretWeapon (pg?5) 

12° Assault D6 T—n224 Each time an attack is made with this weapon, that attack 
automatically hits the target. 

6" Grenade D6 ries Blast 

6" Grenade D6 3 0 1 Blast 

Before selecting targets, select one of the profiles below to make attacks with. 

24" Assault D6 AED 1 Blast 

24" Assault 1 6 -1 D3 

18" Assault D6 mL Blast 

36" Heavy 3 fe a Ie - 

12" Heavy D6 yero Each time an attack is made with this weapon, that attack 
automatically hits the target. 

48" Heavy 2 10 -4 D3+3 - 

36" Heavy 3 4.—0— "1 z 

36" Heavy3D6+6 ? -2 2 Blast. Turret Weapon (pg 75). Each time an attack is made with 
this weapon, the target does not receive the benefits of Light 
Cover against that attack. 

22" Heavy 1 aoa nd) Each time an attack is made with this weapon against an 
AIRCRAFT unit, add 1 to that attack's hit roll. Each time an attack 
made with this weapon is allocated to an AIRCRAFT model, that 
attack has a Damage characteristic of D3+3. 

24" Rapid Fire 1 d re Sd . 

12" Pistol 1 i ray arare ar; 
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RANGED WEAPON 


Hot-shot marksman rifle 


Hot-shot volley gun 
Hunter-killer missile 


Hydra quad autocannon 


Inferno cannon 


Krak grenades 
Larkin's long-las 


Lascannon 

Lascarbine 

Lasgun 

Lasgun array 

Laspistol 

Leman Russ battle cannon 
Magma cannon 


Malleus rocket launcher 
Melta cannon 


Meltagun 


Militarum multi-laser 
Militarum plasma cannon 
- Standard 

- Supercharge 


Missile launcher 
- Frag missile 

- Krak missile 
Mortar 


Multi-melta 


Multiple rocket pod 
Oppressor cannon 
Payback 

Plasma cannon 
-Standard 

- Supercharge 


Plasma gun 
- Standard 
- Supercharge 


Plasma pistol 
- Standard 
- Supercharge 


“Preacher shotgun 


RANGE TYPE S AP D ABILITIES 

36* Heavy 1 a. we Each time you selecta target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this 
weapon, an unmodified wound roll of 6 inflicts 1 mortal wound 
on the target in addition to any normal damage. 

30" Rapid Fire 2 Fe, Saas : 

48" Heavy 1 10 -2 DG  Thebearercanonlu shoot with each hunter-killer missile it is 
equipped with once per battle. 

te Heavy 8 Qe n P wad Turret Weapon (pg 75). Each time an attack is made with this 
weapon against an AIRCRAFT unit, make 2 hit rolls instead of 1 
and add 1 to both hit rolls. 

18" Heavy 2D6 6 -2 1  TuretWeapon (pg ?5). Each time an attack is made with this 
weapon, that attack automatically hits the target. 

6" Grenade 1 Ss 

36" Heavy 1 See Each time you select a target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this 
weapon, on an unmodified wound roll of 6, the target suffers D3 
mortal wounds in addition to any normal damage. 

48" Heavy 1 Ls Wn jd Ti Se 

24" Assault 3 3. —D.— 4 

24° Rapid Fire 1 Joani - 

24 Rapid Fire 6 3 0 1 

12" Pistol 1 3c—-0-— : 

12 Heavy D6+3 8-—-2..3 Blast. Turret Weapon (pg 75). 

48" Heavy D6+3 10 -5 D6+2 Blast. Turret Weapon (pg 75). Each time an attack made with 
this weapon targets a unit within half range, that attack has a 
Damage characteristic of 06+4. 

48" Heavy 06+6 ee ecu. Blast 

24 Heavy D3 9 -4 D6+2 Blast. Turret Weapon (pg 75). Each time an attack made with 
this weapon targets a unit within half range, that attack has a 
Damage characteristic of D6+4. 

12" Assault 1 8 -4 DG  Eachtimean attack made with this weapon targets a unit within 
half range, that attack has a Damage characteristic of D6+2. 

36" Heavy 4 Se -b-—1 —— 

Before selecting targets, select one of the profiles below to make attacks with. 

36" Heavy D3 f- o4 

36" Heavy D3 BS3TEE Blast. Each time an unmodified hit roll of 1 is made for an attack 


with this weapon profile, the bearer suffers 1 mortal wound 
after shooting with this weapon. 
Before selecting targets, select one of the profiles below to make attacks with. 


48" Heavy D6 A EL Blast 

48* Heavy 1 g,—2--De—— 

48" Heavy D6 5" ed Blast. This weapon can target units that are not visible to the 
bearer. 

24" Heavy 2 8 -4 DG Eachtime an attack made with this weapon targets a unit within 
half range, that attack has a Damage characteristic of D6+2. 

36" Assault D6 ey tes | Blast 

90" Heavy D6+3 10 -3 4 Blast Turret Weapon (pg 75). 

36" Assault 3 SS <2 2 - 

Before selecting targets, select one of the profiles below to make attacks with. 

36" Heavy 03 Cee en 

36" Heavy 03 8 -3 2 Blast. f any unmodified hit rolls of 1 are made for attacks with 
this weapon profile, the bearer is destroyed after shooting with 
this weapon. 

Before selecting targets, select one of the profiles below to make attacks with. 

24" Rapid Fire 1 Qm 

24" Rapid Fire 1 B...3 772 If any unmodified hit rolls of 1 are made for attacks with this 
weapon profile, the bearer is destroyed after shooting with this 
weapon. 

Before selecting targets, select one of the profiles below to make attacks with. 

12° Pistol 1 qd cl 

12" Pistol 1 CM RI RII If any unmodified hit rolls of 1 are made for attacks with this 
weapon profile, the bearer is destroyed after shooting with 
this weapon. 

12" Assault 2 4 AQ) : 


RANGED WEAPON RANGE TYPE S AP D ABILITIES 

Pulveriser cannon 24" Heavy D6 a das Blast 

Punisher gatling cannon 24" Heavy 20 | Turret Weapon [pg 75) 

Quake cannon 96" Heavy D6+6 14 -4 4 Blast. Turret Weapon (pg 75). 

Ripper gun (shooting) 18" Assault 3 aa em 2 

Ripper pistol 12" Pistol 3 LP eet Aaa Each time you select a target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this 
weapon, an unmodified wound roll of 6 inflicts 1 mortal wound 
on the target in addition to any normal damage. 

Servo-stubber 12" Pistol 3 4-0 —1 

Sniper rifle 36 Heavy 1 4 4 1 Each time you select a target for this weapon, you can ignore 
the Look Out, Sir rule. Each time an attack is made with this 
weapon, an unmodified wound roll of 6 inflicts 1 mortal wound 
on the target in addition to any normal damage. 

Sol's Righteous Gaze 12" Pistol 2 8---3..—3 

Storm bolter 24" Rapid Fire 2 4 0 1 T 

Storm eagle rockets 120" Heavy D6+3 9-2. E Blast. This weapon can target units that are not visible to the 
bearer. The bearer can only shoot with this weapon 4 times 
per battle. 

Stormsword siege cannon 60 Heavy D6+6 12 -4 D3+3 Blast. Turret Weapon (pg 75). Each time an attack is made with 
this weapon, the target does not receive the benefits of Light 
Cover against that attack. 

Taurox battle cannon 48" Heavy D6 D Blast 

Taurox gatling cannon 24 Heavy 12 4 4 1 

Taurox hot-shot volley gun 24" Rapid Fire 3 yee hain! 

Taurox missile launcher Before selecting targets, select one of the profiles below to make attacks with. 

- Frag missile 48 Heavy 206 de 299 4 Blast 

- Krak missile 48" Heavy 2 BA 2. Db zs 

Tremor cannon 36" Heavy2D6+3 10 -3 3 Blast Turret Weapon (pg 75). 

Twin heavy bolter 36" Heavy 6 S ek: --e . 

Twin heavy flamer 12" Heavy 2D6 Amar ae Each time an attack is made with this weapon, that attack 
automatically hits the target. 

Vanquisher battle cannon 72" Heavy 1 14 -5 D3+6 Turret Weapon (pg 75). Each time an attack is made with 
this weapon, if that attack successfully wounds the target, 
invulnerable saving throws cannot be made against that attack 
and the target suffers D3 mortal wounds in addition to any 
normal damage. 

Volcano cannon 120" Heavy 03+3 18 -5 12  Blàst Turret Weapon (pg 75). 

Vulcan mega-bolter 48" Heavy 20 6 2-2 Turret Weapon (pg 75) 

Wyvern quad stormshard mortar 48" ' Heavy 406 pou i Blast. This weapon can target units that are not visible to 


the bearer. 


POINTS VALUES 


You can use this section to determine the points (pts) value of each unit from your army. Each entry lists the unit's size (i.e. how 
many models the unit can contain) and how many points the unit costs. If an entry has a unit cost of ‘x pts/model, then the unit 
costs x points for every model in that unit. You must add points for each weapon, or other item of wargear, that is included in that 
unit if it is listed in that unit's entry (weapons and other wargear not listed in a unit entry cost no additional points to include in 


that unit). 


@ uo 


Cadian Command Squad (pg 84) Tank Commander (pg 82) Cadian Shock Troops (pg 91) 


jn dti etemiememe amm a ENTER ERR 5 models 
Unit cost 
* Plasma pistol. 
ZEE NNS 


Cadian Castellan (pg 81) 


DTI EB aiinsir Seaia 1 model 
Unit cost 
e Plasma pistol. 
O EE A SR E 


MEE Aae ane n TE m e a 6 models 
songnn de PUNIRE 120 pts 
"Iron Hand’ Straken (pg 85) 

C000 MA tp um Et RR n cro eer 1 model 
MEC E Certes equsenacctp itas ?5 pts 


Lord Solar Leontus (pg ?9) 


apad TAr 1 model 
CEL eco m t ree nha e E ag 170 pts 
Militarum Tempestus 

Command Squad (pg 123) 

Unit size... 5 models 


Unit cost... 
* Plasma pistol..... 
* Tempestus command rod. 


Platoon Command Squad (pg 83) 


Unit size.. . 
Unit cost... 
* Plasma pistol. > 
© Power fist -— 


.95 pts 


Primaris Psyker (pg 85) 
Unit size... ...1 model 
Unit cost... 60 pts 


OT a in 1 model 
Unit cost 
* Armoured tracks. 
© Dozer blade 
* Heavy bolter.... 
* Heavy flamer. 
* Heavy stubber.... 
© Hunter-killer missile .. 
* Lascannon 
* Militarum plasma cannon.. 
* Multi-melta 


Ursula Creed (pg 80) 


UNE SIRO E RM ÉCOLE 1 model 
Ufüttostz X LR 80 pts 


Regimental Attachés 
and Bodyguards 


Astropath (pg 88) 
Unit size... 
Unit cost... 


Unit size 
Unit cost... 


Officer of the Fleet (pg 88) 


Unit size 
Unit cost... 


Ogryn Bodyguard (pg 89) 
Unit size 
Unit cost 

* Bullgryn maul... 

* Bullgryn plate ... 

* Slabshield.. 


p» TROOPS 

Ra Ree e Sa a E 10 models 
AL se Aww we ara ave a enacts en Ren See 65 pts 
Catachan Jungle Fighters (pg 93) 

RUPEES 120 emm ccm oculi a ee m 10 models 
DDICCORLE IE a ane ?0 pts 
Death Korps of Krieg (pg 92) 

MO t y naaman a e e E Re UT 10 models 
Unit cost 


* Death Korps medi-pack. 
* Plasma pistol... 
* Power sword ic 


Infantry Squad (pg 90) 
Unit size 
Unit cost 
* Plasma pistol... 
e Power Sword..... 


M4 ELITES 


Unit size.. 3-6 models 

Unit cost.. 30 pts/model 
* Bullgryn maul...... +5 pts 

Commissar (pg 97) 

Unit size.. .1 model 

Unit cost.. «40 pts 
* Plasma pistol... *5 pts 
e Power Sword... ^5 pts 


Kasrkin (pg 94) 


Unit size. 10 models 
Unit cost.. . 100 pts 
* Plasma pistol... 5 pts 
e Power Sword... 355 pts 


Munitorum Servitors (pg 96) 


Unit size.. .. 4 models 
Unit cost 
* Heavy bolter 
* Multi-melta.. 
* Plasma cannon... *10 pts 


ree als 


Ogryns (pg 97) 


Untsa Leere mM afin. 3-6 models 
Unit cost 30 pts/model 
Ratlings (pg 98) 

Unit size ve 


Unit cost 


e Power maul. 


Sergeant Harker (pg 95) 


Sly Marbo (pg 93) 


Unit a pa EE ER ERE TREE 1 model 
LUTE CCR n 50 pts 


Tempestus Scions (pg 124) 
Unit size 


Unit cost 
* Power fist 
VÀ FAST ATTACK 
Armoured Sentinels (pg 101) 
Unit size 1-3 models 
Unit cost .45 pts/model 
* Hunter-killer missile . „+5 pts 


Unit size...... 
Unit cost 


Hellhound (pg 102) 
Unit size 

Unit cost 

* Armoured tracks 

* Dozerblade 

* Hunter-killer missile . 
* Multi-melta 


Scout Sentinels (pg 100) 
Unit size. 

Unit cost 

* Hunter-killer missile . 
* Sentinel chainsaw 


why HEAVY SUPPORT 


Unit size 1 model 
Unit cost...... . 140 pts 
* Armoured tracks. 
© Dozer blade .... 
* Hunter-killer missile .. 


Unit size.. 
Unit cost...... 

* Armoured tracks. 
© Dozer blade ........ 
* Hunter-killer missile .. 


Field Ordnance Battery (pg 104) 


Unit size 2 
Unit cost.. 


Heavy Weapons Squad (pg 104) 
Unit size 
Unit cost 


Hydra (pg 107) 
Unit size. 
Unit cost 
Armoured tracks... 
* Dozer blade $ 
© Hunter-killer missile .............................- *5 pts 


Leman Russ Battle Tanks (pg 105) 


UMC T cm 1-3 models 

Unit cost .. 150 pts/model 
* Armoured tracks. 
* Heavy bolter.... 
* Heavy flamer... 
* Heavy stubber............. 

Hunter-killer missile .. 

* Lascannon 

Militarum plasma cannon.. 

Multi-melta 


Tank Ace Skills (pg 66) 

Each Tank Ace skill has two costs, 
presented as x/y below. The first of 
these applies when upgrading a BATTLE 
TANK model, and the second when 
upgrading a SUPER-HEAVY model. If a 
"is shown, that type of model cannot 
have that upgrade. 


Knight of Piety 
Meticulous Calibrator... 
Vaunted Praetorian 
Master of Camouflage. 
Steel Commissar. 
Mechanical Pack Rat... 
Veteran Commandeer 


... 25/35 pts 


Manticore (pg 108) 


Unit size... 
Unit cost... 
* Armoured tracks... 
* Dozerblade.. 
* Hunter-killer missile 


Unit size... 
Unit cost... 
* Armoured tracks... 
* Heavy bolter.......... 
* Heavy stubber (additional) 
* Meltagun...... 
e Multi-meita ... 


Wyvern (pg 109) 
Unit size... 
Unit cost... 
* Armoured tracks... 
* Dozer blade .. 
* Hunter-killer missile ... 


4 DEDICATED TRANSPORTS 


Unit size zz I eA 1 model 
Unit cost 
* Armoured tracks... 
* Dozer blade 
* Hunter-killer missile 
* Heavy stubber. 

* Storm bolter. SA 


Taurox (pg 112) 
Unit size... 
Unit cost... E 

e Stombolttet.——— — +5 pts 
Wak S128  .— C E 1 model 
Unit cost 105 pts 


* Storm bolter.. 


..+5 pts 


ES 
zZ 
| 


a|¢ FLYERS 
Valkyrie (pg 113) 


ONES R-imodel 
Unit cost................. 
* Heavy bolter.. 
S OP BSCRI ID uiro ranae enciee easi 


i LORDS OF WAR 


pea CA De a eee e — 1 model 
Unit cost 430 pts 
* Lascannon w. +20 pts 
Unit size... ....1 model 
Unit cost... -— 
“YU BN 2 O +20 pts 


Unit size 


Unit cost... ... 420 pts 
MEERA ONY Laine otium .... +20 pts 

Hellhammer (pg 119) 

Unit size... m 


Shadowsword (pg 120) 


IU A E a a 1 model 


Stormlord (pg 121) 


Unit size ...1 model 
Unit cost .... 430 pts 
* Lascannon................ tet ete . +20 pts 

Stormsword (pg 122) 

Unit size 


Unit cost 
* Lascannon 


f FORTIFICATIONS 
Aegis Defence Line (pg 114) 


Unit size... 
Unit cost... 


‘You new recruits, you've 


had your training, you've 
been issued your arms 
and uniforms, now your 
real service begins. Never 
answer an officer back, 
keep your weapon and 
your boots clean and dry, 
and do everything I say, 
when I say it. Oh, and 
there are Ratlings attached 
to our company; leave 
nothing unattended.’ 


- Corporal Hestis, 
11th Philodan Rifles 


GLOSSARY 


Below you will find a glossary that contains a number of terms used in this Codex. These are intended to 
provide precise definitions to help resolve some of the more complex rules interactions that may arise, and 
players should feel under no obligation to memorise this list. 


Any number of models can each have their Weapon A replaced with 
1 Weapon B: When this wargear option is selected for a unit, any 
number of models in that unit that are equipped with Weapon A can 
each have that weapon replaced with Weapon B. It is possible for only 
some of the models in that unit to have their weapon replaced and for 
others not to. 


Astra Militarum Detachment (pg 59): A Detachment in a Battle- 
forged army where every model has the ASTRA MILITARUM 
keyword (excluding models with the AGENT OF THE IMPERIUM or 
UNALIGNED keywords). 


Campaign Medal (pg 132): A Crusade reward you can use to upgrade 
ASTRA MILITARUM units on your Order of Battle at the end of a 

Tour of Duty (see right). Each Campaign Medal costs a number of 
Commendation points (see below) to award. A unit cannot have more 
than 3 Campaign Medals, and named characters cannot have any. A 
unit cannot have the same Campaign Medal more than once. A unit 
with Campaign Medals must increase its Crusade points accordinglu. 


Chain of Command (pg 59): Detachment abilitu for ASTRA 
MILITARUM Detachments. 


Commendation points (pg 130): A resource generated by your 
Crusade force while it is on a Tour of Duty (see right). You gain 1 
Commendation point for each battle you played where your result 
was a loss or a draw, and D3 Commendation points for each battle you 
played that you won. 


Deficiency (pg 131): While a Logistics category has 0 Logistics points 
assigned to it, that category is said to have a Deficiency, and the 
Deficiency rules for that category will apply to your Crusade force until 
the current Tour of Duty has finished. 


Heirlooms of Conquest (pg 70): A tüpe of Relic that can be given to 
ASTRA MILITARUM CHARACTER models. 


Hot-shot weapon (pg 144): A ranged weapon whose profile includes 
the word 'hot-shot', a Relic that replaces such a weapon, and URSULA 
CREED's pistols Duty and Vengeance. 


Las weapon (pg 144): A ranged weapon whose profile includes the 
word ‘las’, or a Relic that replaces such a weapon. Note that all hot- 
shot weapons are also las weapons. 


Logistics categories (pg 131): The four categories that you can 
assign your Logistics points to: Military Intelligence, Tithe Pool, 
Materiel and Morale. No more than 2 Logistics points can be assigned 
to the same category. 


Logistics points (pg 130): Each time you start a Tour of Duty [see 
right) you will gain 4 Logistics points to assign to the four Logistics 
categories (see above]. 


Orders (affected by) (pg 75): When an Order is issued to a unit, 
that unit is said to be affected by that Order. If an Order is issued that 
affects a unit already being affected by an Order, the new Order's 
effects immediately replace the previous Order's effects. 


Orders (issued) (pg 75): Each time an OFFICER uses its Voice of 
Command ability (pg 75), it issues one or more Orders. If the OFFICER 
can issue more than one Order, issue them one at a time. An Order 

can also affect PLATOON/SQUADRON units via the Regimental Tactics 
ability (pg 25), when a friendly PLATOON/SQUADRON unit within 6" has 
an Order issued to it. 


Orders (target) (pg 75): Each time an OFFICER issues an Order, they 
must select a target for that Order. The targets for an Order depend on 
that Order's type (see above). 


Orders (types) (pg 76-78): There are three different types of Orders: 
Regimental, Prefectus and Mechanised. If an OFFICER knows Orders 
of a particular type, they know all of the individual Orders listed within 
that type. 


Psychic power type: A psychic power's type is written in bold at the 
start of its rules. There are three types of psychic power described in 
this Codex: Blessing, Malediction and Witchfire. 


Regimental Doctrine (pg 59): REGIMENTAL units in ASTRA MILITARUM 
Detachments have the Born Soldiers Regimental Doctrine. This can be 
replaced, when a player is mustering their army, with two individual 
doctrines chosen from those on pages 60-61. 


Stratagem label: A Stratagem’s labels are written beneath its title and 
can include: Astra Militarum; Battle Tactic; Epic Deed, Strategic Ploy; 
Requisition; Wargear. A Stratagem can have more than one label; for 
example, a Stratagem with ‘Astra Militarum — Wargear Stratagem' has 
both the Astra Militarum and Wargear labels. 


Surplus (pg 131): While a Logistics category has 2 Logistics points 
assigned to it, that category is said to have a Surplus, and the Surplus 
rules for that category will apply to your Crusade force until the 
current Tour of Duty has finished. 


Tank Ace skills (pg 66): Upgrades that can be applied to BATTLE TANK 
and SUPER-HEAVY models from your army. 


Tour of Duty (pg 130-133): If your Crusade force includes any ASTRA 
MILITARUM units, it can go on a Tour of Duty. The Tour of Duty lasts 
until a certain number of battles have been fought, and a certain 
number of battles have been won. 


Turret weapon (pg 75): A ranged weapon whose profile has the Turret 
Weapon ability. 


BORN SOLDIERS (PG 59) 


Gain the BORN SOLDIERS keyword. 
OFFICER models gain the following aura 
ability: ‘Born Soldiers (Aura): While a 
friendly PLATOON unit is within 6" of 

this model, models in that PLATOON 

unit can use this OFFICER's Leadership 
characteristic instead of their own.’ 

Each time a model makes a ranged attack, 
an unmodified hit roll of 6 automatically 
wounds the target. 


CHAIN OF COMMAND (PG 59) 


Cannot select a non-OFFICER model to 

be your WARLORD if your army contains 
any OFFICERS. 

Can only include one COMMANDANT in 

each Detachment. 

If your army includes a COMMANDANT, you 
cannot select any other OFFICER to be your 
WARLORD (except LORD SOLAR LEONTUS). 
If your army includes LORD SOLAR LEONTUS 
that model must be your WARLORD. 


DETACHMENT ABILITIES (PG 59) 


ASTRA MILITARUM Detachments gain the 
Chain of Command ability. 

REGIMENTAL units in ASTRA MILITARUM 
Detachments gain the Born Soldiers 
Regimental Doctrine [this can be replaced 
with 2 other doctrines from those listed on 
pages 60-61). 

TEMPESTUS SCIONS units have the Troops 
Battlefield Role if every ASTRA MILITARUM 
unit in their Detachment has the MILITARUM 
TEMPESTUS, OFFICIO PREFECTUS and/or 
MILITARUM AUXILLA keuwords. 

Troops units in ASTRA MILITARUM 
Detachments gain the Objective 

Secured ability. 


eae ORDERS (PG 78) 


Pound Them to Dust! When determining 
how many attacks are made with the unit's 
Blast weapons, double the number of 
models in the target unit. 

Full Throttle! Add 2" to the unit's 
Movement. When shooting, the unit 

counts as having Remained Stationary if 

it Advanced. 

Gunners, Kill on Sight! Each time a model 
in the unit makes ranged attack, re-roll a 
hit roll of 1. 

Blitz Them! Add 1 to charge rolls and, if a 
charge move is made, select one enemy 
unit in Engagement Range and roll one D6 
(+1 with the Dozer BLADE keyword): on 
4+, that unit suffers D3 mortal wounds. 
Shock and Awe! The unit gains the 
Objective Secured ability. 

Pinning Fire! Can only target one INFANTRY 
unit, but if 5 or more hits are scored, the 
target is pinned and must subtract 2" 

from Movement. 


REFERENCE 


Below you will find a bullet-pointed summary of several Astra Militarum rules. 


LIMES ORDERS (PG ??) 


* Forwards, for the Emperor! When shooting, 
the unit counts as having Remained 
Stationary if it made a Normal Move 

or Advanced. 

* Duty and Honour! The unit can perform 
actions even if it Fell Back or Advanced, and 
shooting does not cause actions to fail. 

* Get Back in the Fight! The unit can shoot 
or charge (but not both) in the same turn 
it Fell Back. 

* AtAll Costs! Unit gains Objective Secured 
(its models each count as 1 extra model if 
it already has this ability). 

* Show Them Steel, Show Them Contempt! 
Add 1 to the unit's Leadership, and its 
models can ignore mortal wounds on a 5+. 

* Remain Vigilant! Enemy Reinforcement 
units cannot be set up within 12", and the 
unit can Hold Steady if charged [and its 
Overwatch hits on 5+). 


— ORDERS (PG 76) 


First Rank, Fire! Second Rank, Fire! 
Lasguns and hot-shot lasguns change their 
Type to Heavy 3. 

e Take Aim! Each time a model in this unit 
makes a ranged attack, +1 to the hit roll 
and improve the AP of that attack by 1. 

* Fix Bayonets! Each time a model in this 
unit makes a melee attack, +1 to the hit roll 
and improve the AP of that attack by 1. 

* Take Cover! Models receive the benefits of 


Light Cover. If already receiving this benefit, 


they receive the benefits of Dense Cover. 
* Move! Move! Move! Either add 2" to the 
unit's Movement if making a Normal 
Move, or add 6" to the unit's Movement if 
Advancing [instead of making an Advance 
roll). 
Suppression Fire! Can only target one 
INFANTRY unit, but if 5 or more hits are 
scored, the target is suppressed and must 
subtract 1 from hit rolls. 


REGIMENTAL TACTICS (PG 75) 


* Only applies if every model from your 
army has the ASTRA MILITARUM keyword 
(excluding AGENT OF THE IMPERIUM and 
UNALIGNED models). 

* Each time a Regimental or Prefectus Order 
is issued to a unit, you can select one or 


more other friendly PLATOON units within 6” 


of it to be affected too. 

* Each time a Mechanised Order is issued 
to a unit, you can select one or more other 
friendly SQUADRON units within 6” of it to 
be affected too. 


TANK ACES (PG 66) 


You can upgrade BATTLE TANK and SUPER- 
Heavy models to have a Tank Ace skill. 
Doing so increases a model's Power Rating 
and points value. 

A model can only have one Tank Ace skill. 
Your army cannot contain more than one 
model with the same Tank Ace skill. 
Crusade forces must use the Tank Ace 
Requisition to gain a Tank Ace skill. 


m OF DUTY (PG 130-133) 


If your Crusade force contains any ASTRA 
MILITARUM units, you can go on a Tour 

of Duty 

When you start a Tour of Duty, assign 

4 Logistics points to the following 4 
categories: Military Intelligence, Tithe Pool, 
Materiel and Morale. 

If a category has either 0 or 2 Logistics 
points assigned to it, that category has a 


. Deficiency or a Surplus respectively, and 


additional rules will apply to your Crusade 
force until the Tour of Duty ends. 

A Tour of Duty ends after your Crusade 
force has played 2D3«2 games and won 
D3+2 games. 

While on a Tour of Duty, gain 1 
Commendation point for each battle played, 
or D3 for each battle won. 

When a Tour of Duty ends, use 
Commendation points to award Campaign 
Medals to ASTRA MILITARUM units in your 
Crusade force. 


Mure. OF COMMAND (PG ?5) 


In your Command phase, OFFICERS can 
issue Orders. 

Regimental and Prefectus Orders can be 
issued to one PLATOON unit within 6". 
Mechanised Orders can be issued to one 
SQUADRON unit within 12". 

If an Order is issued to a unit that is already 
being affected by an Order, the new Order 
replaces the previous Order. 

If an OFFICER disembarks from a 
TRANSPORT model, it can issue Orders as 
if it were your Command phase (but the 
Regimental Tactics ability won't apply). 


